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Introduction 

Attention, soldier! 

Utelcome to terra Noua: Strike Force Centauri. If you remember your lessons in the old terran language latin. you knouj that 
"terra Houa" means "Aeuj land." the Hogs-a purely dffectmte\m for the hegemony that should not be used at any official 
diplomatic functions inuoluing their representatiues-haue a deep disdain for such history. But they're a pouierful. imperialistic 
force, something the members of Strike Force Centauri must not forget. 

terra houa: Strike Force Centauri is the most sophisticated outdoor combat simulator auailable. there haue been plenty of out- 
door combat games, but no other game has the monderfully rolling and breathtaking landscape that terra houa prouides. there's 
more to see. more to consider, more tactics to execute. As a result, you feel like you're //re/■^standing on a planet or planetoid 
in the Alpha Centauri star system, atop a hill or pressed up against a building, locking onto an enemy target, or auoiding an 
incoming hail of energy lueapons fire. And to share in the fun. you can bring along up to three computer-controlled squadmates 
(uho help you achieue your mission objectiues. 

It's a big. dangerous uniuerse. chock full of enemies and alien terrain, climate, and grauity conditions. Your lueapons are state- 
of-the-art. and Centauri scientists are aluiays ujorking on neiu ones. And did I mention the possibility of a hegemony infiltrator 
among the elite ranks of Strike Force Centauri? 

You're going to need help. And you'ue come to the right place. 
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Basic Training 

Ihis book is a complete strategy guide to Terra Houa: SFC-game basics, notes on luhat makes the game different, basic strategy 
ideas, and synopses of the game’s features (hoiu to play the game, aduanced tactics, mission walkthroughs, etc.). 

Chapter 1 prouides a more detailed look at the backstory in Terra Houa: Strike force Centauri. You can skip Chapter I if you're inter- 
ested in jumping right into the game. 

Chapter 1 giues you biographies of all your Strike Force sguadmates. which will help in your squad selection for each mission. 

Chapter 3 explains the basics of Strike Force combat. li)e reuiew basic technology, including descriptions of each PBD model Iscout. 
standard, heauy). statistics Ispeed. armor, damage, weapons slots, special capabilities), special strategy notes Iwhich model is 
right for which job), weapons (damage, usage, tactical notes), and (ISFs Ifluxiliary Suit Functions). 

Chapter 4 contains a detailed analysis of enemy weapons. PBOs. and uehicles. from the lowly pirates to the Hegemony's most feared 
secret weapons. Other uehicles. such as dropships, trucks, and tanks, as well as buildings and turrets, are shown here as well. 

Chapter S reuiews basic PBB skills, including the HUB (Heads Up Oisplay). different uiews. mouement. and suit functions such as 
weapons selection, targeting, and firing. This chapter walks you through the two training exercises and the first mission, which pits 
Hikola against a small Pirate outpost. The debriefing and mission analysis follow. 

Chapter 6 couers aduanced tactics such as squad combat, maneuuers, tactics, equipment selection, enemy Artificial Intelligence, and 
analysis of enemy-specific strategy. Hidden surprises in the world of Terra Houa are discussed here. too. 

Chapter ? contains mission walkthroughs, parameters, strategy, and tactics for the rest of Terra Houa. You receiue uifal mission para- 
meters. including optimum personnel, complete lists of enemies and targets, terrain notes, tactical notes, precise strategy, success 
criteria, and any unusual hidden features. Strategy is broken into two portions: a general strategy for those who want to do some tac- 
tical planning on their own. and a more exhaustiue walkthrough. The plot and story are reuealed here, too. 

Chapter B couers the random scenario builder, where you can construct the mission of your choice. 

In the 24th century, computers are much easier to use than they are today. Chapter 0 assumes that you’re probably using 20th- 
century technology, and prouides any technical notes you need to get the game running on your computer in OOS. lUindows 05, 
or OS/2. 

Oemember: this strategy guide can giue you hints, tips, and tactics until you're blue in the face, but only pcan pull the trigger! 



Chapter 1: The Long Trip to Centanri 

Itie dans of Centauri haoe a long history of indepondence-a frontier spirit that dates back to 20th-century ferra. To understand the clans, 
you haue to look back to Terra, and the origins of the hegemony. 


The Hegemony 

The Hegemony is the gouernment that rules most of humanity-in fact, the clans are the only human population not under the autocratic rule 
of the Hegemony, (llthough the clans find the dictatorial rule of the Hegemony antithetical to the human spirit, the Hegemony-or Hogs, as 
clansfolk call them-trace their roots back to the Publican mouement, a class of humans luho haue controlled Terran gouernment since the 
early 22nd century. 

The Publicans themselues constitute a uery special social class on Terra. They see themselues as "guides" for humanity and are exempt 
from many of the restrictions placed on all other Terrans. Publicanism arose shortly after the colonization of Luna, the Terran moon. 


2046 

Colonization of Luna. 

2074 

Publican class established by U.H. 

2076 

First tourist arriues on Luna. 

2070 

Oenus colonization project started. 

2004 

First colonists arriue on llenus. 

2003 

First colonists arriue on Jouian moon lo. 

2005 

First colonists arriue on Jouian moon Ganymede. 

2104 

Publicans assume Terran rule and disband the O.H. 

2110 

First Public Education Campaign undertaken; Latin and Central America unified 
into single entity. 

2121 

Second Public Education Campaign launched; Africa unified into single entity. 



2126 


2134 

2137 

2142 


2143 

2144 
2146 


2147 

2151 


2153 

2154 
2158 
2160 


2166 

2171 


Third and final Public Educatinn Campaign started; Terra becomes a single 
nation uiith common language and lauis. Publican rule ot entire planet is 
noui tirmlg established. Small armed uprisings against Publican rule occur 
regularly, but most ot the uiorld's population is content uiith its neuifound 
eguality. 

Lunar colonies annexed by Terra. 

Nartian colonies, including Cuangzhou Station, annexed by Terra. 

Uenus lllars begin. Venusian colonies organize etfectiue resistance against 
Terran landings. Bombardment of domes ruled out because ot opposition to 
genocide in both the Publicans and the peoples ot Terra. 

Terra establishes first beachhead on Uenus, uihile suffering heauy casual- 
ties. Uenus Oesistance shifts to mar of attrition rather than defense. 

Terra destroys the dome colony ot Jerusalem, resulting in the instant anni- 
hilation of 750,000 people. Uenus capitulates. 

Nilitary cuup attempt against Publicans thmarted. Resulting purge and 
reeducation campaign mithin military delays planned annexation of Jouian 
colonies. Jouian culonies sniidity resistance. 

Prnbes sent tu Centauri reueal existence nt at least one habitable planet. 

Interstellar Rgreement reached mherein the Oegemony agrees to tolerate 
the dissidence ot the Jouian colonists, mhile the coinnists agree to relo- 
cate to Centauri. The Hegemuny assists the Jnuian coinnists mith prepara- 
tions for Centauri cnionization. 

First Centauri cnionization ship launched trum Oanymede. 

Remaining Centauri colonizatiun fleet launched. 

Coinnization fleet arriues in Centauri. 

Hnnexatinn treaty betmeen Terra and the remaining Jouian cnionists 
signed. The eldest third of the colonists are "retired" into comfortable 
exile back on Terra, mhile the remaining colonists are started on Publican 
reeducation. 

Saturnian colonies absorbed by Terra. 

The first seuen clans of Centauri established nn NemHope. 



2173 

Thatcher is first eKplored. 

2179 

Thatcher is settled; residents found fiue neuj clans. 

2180 

Clan Stockton begins terraforming Thatcher, utilizing successiue plantings of 
rapidly maturing and decaying plants that haue been genetically engineered to 
suruiue in Thatcher's soil and climate, and to release carbon dioxide into the 
atmosphere in an effort to aid heat retention on the planet's surface. 

2184 (CY 0) 

The Colonization 8oard-the gouerning body (eft ouer from Jupiter-uoluntarily dis- 
bands. Replacing it is the Centauri Council, uiith each of the system's tuielue 
clans sending representations. 

The Terran calendar proues unuiieldy for most of Centauri, and thus the neui Clan 
Calendar is implemented. Each Clan Year (CY) equals about 1.15 Terran years. 

2217 (CY 28) 

Strike Force lo founded to combat local piracy. Ulithin the next year and a half, 
the other eleuen clans found their ouin Strike Forces. 

2239 (CY47) 

Through the aduent of hyperuiaue technology, the Hegemony and the Centauri 
Council establish diplomatic relations and agree to trade guidelines. 

2327 (CY124) 

Today. Strike Force Centauri founded uiith the express purpose of organizing the 
uarious clan forces to suppress the grouiing smuggling trade and to exterminate 
pirates and raiders uiithin the Centauri system. 

PBbliEanisn 



Publicanism is based on the concept of "Dniuersal Equality but Selectiue Suffrage." Ihe founding principle of the Hegemony is equality for 
all citizens. Citizenship is a birthright of lerrans and can be lost only through antisocial behauior. (I lerran becomes a citizen at the age of 
IB Terran years. Citizenship entails protection and equality under the lams of the Hegemony. 

Ihe problems associated mith mob rule in 20th century democracies led the Publican class to abolish democratic rule. Ihat is. ordinary cit- 
izens cannot uote. That right is reserued for a subclass of citizens knoum as elders, mho haue serued eight four-year terms of public seruice 
and can uote on matters of public policy. 


Hil mim iiR[ Rfn lo mm in iinivirshi pubui; mwi [bcb mm is nsifo roR srckiri prrobciiyiiy rpii- 

IBR[. RNR IS IR[N R[f[R[D R fflBR-Y[RR POSlIi SRMfilRf RN I[RRR. RRSEO BN RYRIIRBIillY BF WBRK RNB IBE EERNBIBREE'S 
RPEIIBBES. EREEERNBIBREE MBSE REECEPE BR SBFFER EBSS BF CIEIIENSBIP. FREER EEI1I2EN IS PERMIEEEB EB OEEEEi BNE EERM BE 
PBBEIEE SERYIEEE IN BIS BR RER EIEEEIME. Ei EERHS BE PBBEIEE SERYICE HRY NEYER BE SERYEB [RNSEEEBIIYEEY IN IRE SRME EBEER- 
Ei. RNB REE EERRRNS INYBEYEB IN PBREIC SERYIEEE ARE EEBHPENSRIEB EBBREEY. REEiRRBEESS BF IBE SERYIEEE IREY PERF6RH- 
REERBBGR SHREE RBNBSES MRY BE 6RRNIEB. IN RBDIIIBN IB IBESE PRIYIEE6ES RNO RENEFIIS, EEBERS RRE RESB BIYEN R PENSIBN. 
RRE PERHIEIEB EB YBEE. RNO RRE REEBIYEB IB MRINIRIN R PERHRNENI RBME. 


lerra's entire popuEation is constantEy on ttie moue. mitt) IndluiduaE famlEies neuer residing in tlie same EocaEe for more tlian four years at a 
time. PuEiEican doctrine requires this pEan to ensure equaEity and to preuent personaE attachment to any particuEar Eandmass, mhich might 
Eead to nationaEistic sentiment. 

REE lerrans. citizens or not. are entitEed to free medicaE treatment, food, and housing. aEE prouided by the Negemony. The nature of that 
housing depends on three factors onEy: Eocation on the pEanet. nature of pubEic seruice. and lohether the recipient is a citizen. DujeEEings 
uary according to the specific EocaEe. but mithin a singEe EocaEe aEE duueEEings are the same in terms of construction. Eiuing space, and fun- 
damentaE equipment. Non-citizens. caEEed deuiants. are required to Eiue in muEti-famiEy diueEEings. 

Ihe institution of famiEy. and chiEdren in particuEar. is the heart of the Hegemony. Crimes against chiEdren are considered the yuorst trans- 
gressions that can be committed. In fact, much of the Hegemony's legal system centers around isolation from famiEy as punishment for 
antisocial behauior. 

REE citizens are entitEed to marry and conceiue chiEdren. fl famiEy may consist of tuio adults and tmo chiEdren at any one time. Rny eucess 
chiEdren are first offered to chiEless couples: if there are none EocaEEy auailable. the chiEdren are then assumed into the Publican class. 



ChiEdren are educated in Publican schools. Ihe teaching of history, or any schooling in cultural or ethnic heritage, is considered child 
abusHne of the most serious crimes possible under Hegemony rule. 


IRE REBEHBNY BPERRIES BNBER R EIHIEEB MRRKEI ECBNBMY IRRE RRS ERE RREEHRRRS BE iRI Ml BNCE BREEEB ''SBBIREISH” 
IN ERE I9ER RNB 2BIB CENIBRIES. IHE HBNEIRRY SYSIEH IS RRSEB BN R BNII BF CBHRENCY BREEEB R M/PRBFII IS SIRICIEY 
RE6BEREEB RI B PERBENE: IHRI IS. NB ENIERPRISE MAY EARN MBRE IRAN R PERBENI RRBYE INYESIMENE BN RN RNNBRE BASIS. 
RNY RBBIEIBNRE PRBFII MBSI BE HIRER IB IRE REBEHBNY. REE PRBFII IS BIYIBEB EBBREEY RHBN6 IRE lYBRRERS BF RNY ENEER- 
PRISE RI IRE ENB BF ERBB YEAR. IE RN ENIERPRISE FRIES IB MARE ERE HRIBH PRBFIE REEBiBEE BNBER IRE ERW. IIS WBRKERS 
ENB BP IfllR EESS fllSBREIIBNRRY INBOHE EARN ERASE IN BEEIER-HRNRBEB ENIERPRISES. 

IRERE IS NB PRIYREE BWNEBSBIP BF ERNB IN EBE BE6EHBNY. REE ERNB BEEBNGS IB IBE SIRIE RNB IS EERSEB IB IBE PEBPEE ifl 
EIYE IBERE. RRNKINB. BSBHY. RNB BHPIIREISH BRYE REE BEEN BBEERIIEB IN IRE REBEHBNY. AS HRS ERE SEEEINB BE INSBRRNBE. 



Deviants 


Hny lerran uho is depriued of citizenship is classified as a deuiant. Deuiants are not permitted to diuell in lerran society, nor to haue any 
contact luith citizens beyond official contact luith the Peace Officers of the Publicans, fhe deuiants call themselues "Ihe Forsaken" and 
are required to liue in special areas uihere the Hegemony prouides food and communal housing. Ihese "preserues" are found on all Terran 
continents. 

Deuiant society is self-gouerning. The Hegemony merely prouides food and housing. (Ill other rules concerning social matters are left to the 
deuiants themselues. Ihe only Publican police action is to keep the Deuiants on the preserues. 

life in a deuiant preserue ranges from relatiuely peaceful to quite uiolent. depending on the area and the specific preserue. Dn some pre- 
serues. a number of the residents band together to protect themselues from their more dangerous felloujs. large internal areas are con- 
trolled by gangs or secret societies, usually led by the strongest, most uicious sociopath in the group, life is often nasty, brutish, and 
short on a deuiant preserue. 

Dne noteujorthy aspect of fhe deuiant preserues is the utter absence of children. Dll deuiants are sterile. 


The Pibliean Class 

Ihe Publican class, created by the Dnited Hations in 2D?4. is an elite class of public seruants ujith eutensiue administratiue pouiers and no 
political franchise. Ihe idea behind its creation oias to eliminate the corruption and graft that had become synonymous ujith public adminis- 
tration. Ihe Publicans mere intended to be career public seruants uuith no ties to any political interest group. Ihe theory ujorked mell until 
the Publicans became a political interest group of their oiun. By that time, they controlled most of the media and uirtually all channels of 
distribution of important resources, as mell as all of the bureaucracies that implemented public policy. UJhen they determined that it mas in 
the public interest for them to take ouer the machinery of politics, they did so. Thus mas born the Hegemony. Terra has been ruled by the 
Publicans since the year 21 D4. 

Publicans do not uote on public issues, but they do set the agenda. There is no true public referendum mechanism in the Hegemony-only the 
appearance of one. Citizens and elders may propose matters of legislation and public concern, but if the Publicans oppose them, they mill 
neuer come to a uote. 



Publicans haue a host of special rights and priuileges. including greater shares of housing, food, and consumer goods, miniature com- 
munication bio-implants, the right to carry weapons, and better education for their children. Exceptionally gifted children are also 
assumed into the Publican class. Hole that these gifts are not limited to intellectual accomplishments, but also include social inclina- 
tions and altruistic tendencies. 

Publicans at the highest leuels are permitted to remain in a single location for their entire lifetime. 


The Planets It Clans 

The clans trace their roots back to the Terran nation-states and ethnic groups. Although the Hegemony sees the differences befiueen 
clans as diuisiue. the clans celebrate their diuersity. 

There are seueral planets in the Centauri system. All of the planets figure prominently in the deuelopment and position of each of the 
clans. 


NewNope 

Approximately the same size as Terra. NeiuHope is the fourth planet from Centauri. Host of the surface is couered in mater, mhich for 
the most part is brackish due to high mineral content. To the original Jouian colonists. HeuiHope mas true to its name-a uery hos- 
pitable planet. It is the most deueloped of the Centauri morlds. 

HemHope's landmass is notable for its year-round groming season and fertile soil, mhich has eliminated the need for hydroponics. 
There is an abundance of mineral mealth on HemHope. including seueral nemly discouered minerals. Hissing from the mix of knomn 
minerals are most forms of coal Icarbon] and diamonds, as mell as hydrocarbons and aluminum. 



Hlhen the Jouian colonists first arriued. they settled on one of the tmo eguatorial continents, naming it Hem Amsterdam in honor of 
Auud Felduaar. the Dutch nauigator of the first landing on HemHope. Since then, the clans haue spread out to three other continents 
and seueral of the larger islands. 


The largest land mass-Saratou-is home to Clan Petrousk. HemHope's single most populous clan. A Slauic people, the Petrousk clan 
traces its origins back to the ancient Terran nation of Aussia. The Petrousk clan is HemHope's most insular family, denoting itself to 
agriculture and animal husbandry. They are ruled by the descendants of founder Uasilye Petrousk. after mhom the clan is named. He 
holds the Petrousk seat on the Centauri Council and has been knomn to hint at alliance mith the Hegemony, belieuing that such an 
alliance mould promote gromth and industrialization in Centauri. 
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Ihe continent of lizpeitia stretches some 15,000 kilometers across the temperate zone of HetuHope's southern hemisphere. It is home 
to Clan Urrutria, made up of descendants of the Basques. Clan Orrutria's leader, Oon Isidro Iain de Hso, is a staunch ally of Clans lo 
and Ganymede. His distrust of the Hegemony borders on religious zeal. Ihe (Izpeitian Strike Force is second to none, hauing serued 
luith distinction in numerous raids on pirates and smugglers. Onlike the Petrousks' patrilineal organization. Clan Orrutria is a true 
meritocracy-egalitarian and fiercely democratic. Don Isidro came to pouter through his military seruice and his captaincy of the 
Second Fleet. He mas trained as an oceanographer, and his opinions are highly respected in the Centauri Council. 

Heu) Amsterdam is home to Clan Felduaar, and is the most cosmopolitan settlement on HeujHope. Hlhen the colonists first arriued 
from lo and Ganymede, a common setflement-Brabant-iuas established here. As the planet mas explored and the uarious clans took 
shape and struck out on their omn. Clan Felduaar's founders remained planted on the Hem Amsterdam continent. 

Due to its central location. Hem Amsterdam is the home of the Centauri Council as mell as the trade center of HemHope. Brabant's 
central market district-the Feldmarkt-has trade districts for each of Centauri's tmelue clans, as mell as a produce and crafts market 
mhere uirtually any product manufactured in-system can be found. Since the arriual of the Hegemony trade mission, products from the 
Sol system nom find their may into the Feldmarkt, but they are both scarce and strictly regulated by the Council. Some smuggled 
goods haue appeared here as mell, but they are quite rare and exceedingly expensiue. 

A chain of islands, called the Scotias, haue been claimed by Clan Slade, mhich is of Anqlo-Scot and British Commonmealth descent. 
Slade is one of the smaller Centauri clans, sparse in both population and influence. 

Directly to the south of Hem Amsterdam lies Auon, the planet's second-smallest continent. Due east of Auon is Deuon, the bread- 
basket of HemHope. Auon and Deuon are jointly held by Clan Ganymede, descendants of the original Dritish colony on the Jouian 
moon of the same name. Semi-feudal in organization. Clan Ganymede is a bastion of Centauri conseruatism, and is the principal ally of 
Clan lo. Ganymede's aristocracy is a family of lords mho preside ouer ruling Houses. 

Auon is ruled mith beneuolence and equanimity, resulting in perhaps the highest standard of lining in Centauri. But tmo riual Houses 
haue been locked in a bitter riualry for nearly tmo decades ouer Deuon, stemming from a dispute ouer the omnership of a particularly 
fertile ualley in central Deuon. 

hilitarily, the feud is a nightmare for anyone forced info a position of command ouer Strike Force Ganymede. Ganymede's leuy rules call 
for tmo Strike Forces, one for Auon and one for Deuon. Each of the three qrantholders prouides 500 soldiers, mhich are then split info 
tmo Strike Forces of 750 each. For the past 20 years the leuy from House Pomell has been forced to split its force, joining one half 
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iDith the force from Langmere and the other loith the Birkenstead force, since if is impossible to get the latter fioo groups to cooperate 
at all. much less serue in the same Strike Force. Ihis has caused resentment among the people of Poujell and has dramn them into the 
longstanding quarrel. 

In the far northuuest lies the rockg continent of Laconia, home to Clan Sparta. Headed by grantholder Spyros katzantinides. Clan 
Sparta is perhaps the least political of the HeuiHope clans. Hlith a small population eking out a liuing on a someuihat inhospitable 
island. Clan Sparta is the only Centauri clan granted an exception to the military leuy. Strangely, the feuj Spartans mho do find their 
may into military seruice often proue to be the best soldiers in their units. 

Ihe third major archipelago on HemHope Ithe Scotias and the Odessas being the others] is Ionia, home to the influential Clan In. Ilihen 
HemHope mas first settled, those of Horth American heritage opted for Ionia because of its distance from all other land masses. Clan 
lo. so named because its members are descended from the colony on the moon of the same name, shares the conseruatiue leadership 
on the Centauri Council mith Clan Ganymede, its closest ally. 

Clan lo is remarkably self-sufficient. Host of Cenfauri's finest engineers hail from Ionia, as does the first commander of Strike Force 
Centauri. Hikola ap lo. 


Thatcher 

Fhatcher is the fifth morld orbiting Centauri. and is approximately 2/3 the size of Ferra CB.SOO km in diameter). Ihatcher is an icy 
planet mhose climate ranges from cool to utterly inhospitable. But this is changing rapidly. Centauri scientists haue been engaged in 
actiue terraforming almost since Ihatcher mas settled, some 130 Clan years ago. Osing genetically engineered, rapidly maturing 
plants to reclaim nonuiable land and stabilize temperatures, scientists haue been able to make large areas suitable for human settle- 
ment. Ihe plants used in the reclamation efforts also produce a good deal of carbon dioxide, so that global temperatures mill rise 
euentually. 

Ihere is little coal, aluminum, or hydrocarbons on Ihatcher. Iron and copper are quite plentiful, mith lesser but still substantial 
deposits of gold, titanium, silicon, lead, and zinc, lesser amounts of most of the other knomn minerals are present, as mell as 
deposits of the nemly discouered minerals agamemnite. plastite. and tricadmium. Ihere are large amounts of almost pure cryolite as 
mell. 

Ihatcher mas first explored in the lerran year 21/3 IBCY lO), but mas judged too harsh for human life except in the eguatorial 
regions. It mas slated as an industrial base by the Centauri Council, mhich began construction of a shipbuilding base on the largest 
continent. 

In 2180 IBCy 31. Clans Stockton and Porthos began their terraforming efforts, labrador, the largest of the three habitable land masses 
on Ihatcher. is home to Clans Porthos. Stockton, and fiuila. 



Clan Porthos has the largest population of the Labrador dans. Its dansfolk are scattered throughout the louj hills that characterize the 
north of Labrador, ujith small uillages established betiueen the large bays on the north and ujest coasts. Significant sectors of Clan Porthos' 
economy reuolue around the haruest and processing of mesmeriueed. uihich is either shipped to Heuiliope to be mined uiith cattle feed or 
baled and shipped to Terra and its colonies, inhere it is highly prized as a narcotic. Human consumption of mesmeruieed is prohibited in 
Centauri. and all haruests are carefully monitored to preuent the drug from making its may into local markets. Many of the Porthos clans- 
folk also earn their liuelihood by hunting and trapping. The pelts of Thatcher's uiolues and ice bears are both beautiful and uery uiarm. and 
are coueted as cloaks both in Centauri and in the colonies of the Hegemony. 

Clan Stockton is found in the heart of the extensiue plains of central Labrador. The cLan traces much of its Lineage back to (lustraLia and 
Hem ^eaLand. Its economy is dominated by the administratiue class, many of mhom mork in the Council departments and euen in other 
clans' ministries. 

Clan Ruila. descended from Latin and South American ancestors, is Located in the southern part of Labrador and bases its economy on farm- 
ing and fishing. The clan holdings at the south edge of the Labrador plains are home to the second generation of terraforming efforts on 
Thatcher. 

The island of Hamuro is home to Clan Hamuro. The island is poor in natural resources, mhich has steered the clan tomard small industry. 
Their major export is small manufactured goods, usually the mechanical or electromechanical labor-sauing deuices found in most Centauri 
homes. Hamuro implements are knomn for their superior craftsmanship and are prized throughout Centauri by those mho can afford them. 

The clan has a uery loose clan structure under the leadership of flyako Yatsuhiro. For the most part it consists of isolated uillages scattered 
throughout the hills, often cut off from the rest of Centauri ciuilization. Gy declaring more market days and funding an expansion of the 
clan's telecommunications netmork. Yatsuhiro has been striuing to make her dansfolk less insular, mith moderate success. 

The eguatorial continent of Uenetia is home to Clan Carpaccio and Carpaccio Station, the only major shipyard in Centauri. Although there is 
a port at Hem Amsterdam on HemHope that has some maintenance and repair facilities. Carpaccio Station handles all major repairs and all 
nem spacecraft construction. It is the major industry for Clan Carpaccio and has made these descendants of southern Furopeans the richest 
clan on Thatcher. Carpaccio Station is located on the northern coast of Uenetia. right on the shore, because the shipyards reguire uast guan- 
tities of mater to maintain the machinery used to build spacefaring uessels. 


0 . 



Saara 

Saara is the third planet in the Centauri system and is approximately the same size as Terra. It is also completely uninhabitable to 
humans. The planet's single land mass is couered uiith tiny silicon beads, chunks oT fused silicon, and mica grit to a depth of nearly 
three kilometers. The atmosphere is quite thin and someiuhat corrosiue. luith a high nitrogen content, a tiny amount of oxygen, and 
trace amounts of chlorine, ammonia compounds, and methane. In a punctured PBR IPoiuered Battle Armor) suit, a human might suruiue 
for 15-20 minutes: luithout a suit, he mould last about three minutes-hemorrhaging and suffering seuere skin ulcerations the luhole 
time. 

Ulhile the core of the planet is uncommonly stable, large portions of the surface are in considerable short-term flux. Infrequent but 
exceedingly uiolent electrical storms create impressiue formations of fused silicon-glass-uihich then shatter in the subsequent tur- 
bulence. Initial attempts by the clans to map the planet all ended largely in frustration-maps based on topological features mere use- 
less. Furthermore, mhen it mas understood that Saara had little morthmhile mineral mealth or other natural resources, attempts to 
map the planet mere abandoned. 

The planet's mater clearly contains some unknomn mineral or mineral compound, but the perils of analysis haue thus far preuented 
the isolation of the mysterious substancels). 


Centauri Minerals and Materials 

Hgamemnite A brittle, shiny metal, ayamemnite's unique conductiue pruperties make it 

the ideal material for construction of pulse instrumentation, a technology 
first deueloped on Jupiter's moons and still unknomn to the Hegemony. 

Cryolite A malleable, clay-like substance that radiates cold. Used for refrigeration 

and food preseruation. 

Tricadmium A brilliant blue gemstone of remarkable hardness, used in tools and 

meapons. 

Plastite An extremely lightmeight yet durable mineral that has a lorn melting point 

and is relatiuely flexible. Plastite is perhaps the most midely used mater- 
ial natiue to HemHope. Host homes and structures are made of plastite, as 
are most containers and simple utensils. Its lorn melting point makes it 
exceptionally easy to mold and cast, although that also renders it useless 
for armor and meaponry. Ulhen melted and shaped, plastite takes on the 
uery deceiuing appearance of tempered steel, a guality that might proue 
useful tu the more subtle and deuious of HemHope's military leaders. 
Plastite does not conduct electricity, thus making it a fine insulator. 
Homeuer, it is guite susceptible to heat ouerload and melts readily. Ho 
good may has been found to temper it. 



The Preseit Day 

For d long time, despite their technology, the clans haue been scratching out a meager existence in Centauri. No longer, it seems- 
terraforming and increased agricultural technology haue made feeding the clans much easier. But uiith increased prosperity come tuio 
threats. Ihe near-term threat is the pirate raiding that has captured experimental grenades made by Clan Petrousk. Pirate actiuity has 
increased recently, and something has to be done about it. 

Ihe second threat is much more subtle. The Hegemony, and their ambassador Creon Pentheus. are nouj in the Centauri system. The Hegemony 
belieue that they are the only proper human authority in existence. The clans haue become the cause of a great deal of concern among the 
Terran elite. The clans haue suruiued. and indeed begun to prosper, apart from Terran ciuilization. It radical element demands immediate 
takeouer of Centauri. but it seems that the majority are in fauor of a peaceful relationship. This presents the clans uiith an opportunity to 
learn more about recent deuelopments on Terra-their knowledge so far has been limited to uihat they haue monitored from their broadcast 
communications, hake no mistake, though-the primary function of a Terran embassy in Centauri ujill be intelligence gathering, not trade. 

There is the distinct possibility in the not-too-distant future that the Hegemony mill attempt an annexation of Centauri. Indeed, the 
Hegemony has annexed euery human settlement it has euer dealt uiith. of uihich it is quite proud. The Publicans belieue they are charged 
uiith the saluation of the human race. The Hogs haue shouin a definite uiillingness to use excessiue force in the past. 

Beuiare of Hegemony propaganda, euen uiithin Strike Force Centauri. The Hegemony mill be putting on its best face for the citizens of 
Centauri. They are a ciuilization to mhom history is an impolite concept. Rs such, they mill not discuss past policy, only present designs. 


Chapter 2: Strike Force Centauri 

ifou, Nikola ap lo. haue been promoted to lead Strike Force Centauri. Formerly, you serued in Strike Force to for fiue years, breaking 
all records for strength, stamina, and speed. Despite your youth, you haue prouen yourself ouer and ouer as an enfraordinary soldier- 
andmore importantly, as a leader. 

Although your current duties primarily inuolue the pirate threat, you can be sure that you mill be dealing mith the Hegemony presence 
in Centauri. Ihe soldiers mho fight beside you are the best the clans haue to offer, learn to use them mell. 

strike Force Roster 

Ihere are tmelue sguadmates auailable on Strike Force Centauri. Each has different strengths and meaknesses according to specialty- 
as you might guess, a Uleapons specialist should Mscrem around mith a Demolitions Pack. 

Hlthough all the SFC sguad members haue egual hit points-they all take the same amount of bodily damage before they enpire-there 
are certain sguadmates mho cannot die. Hfter all, there's a traitor in the game, so this traitor cannot die. Nor can the actors that 
appear in the uideo seguences. If these sguadmates reach critical damage in a firefight. they "euac"-mhich is a nice term for the 
emergency euacuation procedure that can be initiated by one of these critical sguadmates. Homeuer. keep in mind that if your sguad- 
mates are injured, they mon't be auailable for your nent mission. 

Ihe "immortal" sguadmates are: Brandt. Girraud. Hylonas, HcCulloch. Schulyer, IDalker. and fishford. Ihe remaining sguadmates 
mho start on your sguad are; De Fonseca. Ng. Gomez. Hus. and Rossi. 

If your sguadmates are killed, you'll get replacements from the ranks of Clan Sfrike Force soldiers mho are mailing for a crack at the 
elite SFC. But these replacements are clan GF forces mho didn't make the cut. so don't get your hopes up. 

Ihere are seueral special classes of mhich you should be amare. Uleapons specialists, like Nikola and Sarah lllalker, specialize in 
combat. Iheir marksmanship under combat conditions is unegualed. H Repair specialist can make field repairs on PBHs. mhile an 
Electronics specialist can remire enemy turrets or perform other specialized mission-specific functions, fi Demolitions expert can set 
charges to destroy buildings or just plant charges to be detonated mhen the enemy passes ouer them. R mix of talents mill be neces- 
sary to complete most missions successfully. 


Folloming are a brief biographical sketch and a relatiue rating, from MO. of each SFC member and potential member's skill at 
meapons. electronics, and demolition, fl " 0 " rating means that the soldier has no skill in that area, mhile a " 10 " means they demon- 
strate exceptional proficiency. 





Nlkila ap la 

Hikoia, your eyes and ears, is the leader of Strike force Centauri, hauing distinguished himself 
during his tour of duty uiith Strike Force lo. Ihere is a good deal of sibling riualry betuieen Nikola 
and his older brother Brandt, stemming from their parents' deaths at the hands of pirates. Nikola, 
still a boy. picked up his father's rifle and didn't stop shooting until he ran out of ammunition. 
Brandt, his older brother, did nothing. Nikola's ujeapons proficiency is second only to Sarah 
UJalker's. 

Uleapons: 9 flectronics: B Bemolition: 0 



Note that Nikola has slightly different statistics mhen he's in the uarious PBHs he luill use during the course of the game. In addition, there 
are more systems that are releuant in Nik's PBB. such as Brones. luhich his sguadmates do not haue. 

Nikola in Scout PBB: 2600 

fnergy Bating: 1000 
fnergy Becharge: 100 
Brmor Begeneration Bate: 45 
Nikola in Standard PBB: 3300 

fnergy Bating: 1100 
fnergy Becharge: 125 
Brmor Begeneration Bate: 50 
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Hikola in Heduy M. 4000 

Energy Rating: 1250 
Energy Recharge: 150 
Rrmor Regeneration Rate: 55 
Pilot: 2200 
Sensors: 000 

Targeting Oiscrimination: 000 
Jump Jet Control: 000 
Infrared: 000 
Targeting: 000 
IJideo: 000 
Drone: 000 

Hikola in Pirate POR: 2500 

Energy Rating: 000 
Energy Recharge: 200 
Rrmor Regeneration Rate: 50 
Pilot: 2000 
Sensors: 500 

Targeting Discrimination: 500 
Jump Jet Control: 500 
Infrared: 500 
Targeting: 500 
Uideo: 500 
Drone: 500 
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Kikold's Pirate lUeapons 
Pulsar 

Ranpe: 1 00m 
Damage: 115 
Fire Rate: 000 

Particle Oeam 

Range: 120m 
Damage: IDO 

Grenade 

Range: DOm 
Damage: 225/12m 
Fire Rate: 2000 


Bralt ap lo 

Orandt is the older brother of current SFC squad leader Nikola ap lo. Ihe tujo serued alongside one 
another for seueral gears in Strike Force lo. and the fact that both of them rose to the SFC is testa- 
ment to their inborn talent. Orandt's preuious commanders call him moody at times, though dedi- 
cated and uery talented luith demolitions. 

IDeapons: 5 Electronics: 0 Demolitions: D 
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(ispard Eirraud 

Girrauij languished for nearly a year in a pirate prison in C? 121. and the psychological trauma left 
his speech patterns in utter disarray. Hoiueuer. his preuious commanders in Strike Force Porthos 
assert that the neurological damage is restricted to his uerbal centers, calling him an unparal- 
leled electronics genius. "Gags" uiears an experimental neural-transfer deuice. luhich he uses to 
compensate tor his poor communicatiue skills. 

llleapons: S Electronics: 10 Demolitions: 0 



Millie MeCillich 

dctulloch is doubly famous tor her objectiue age and tor her unauthorized recon of the Ganymede 
smuggler camp during her second year uiith Strike Force Stockton. Hssigned to a routine patrol, 
daggie departed from her assigned route on a hunch and discouered the long-sought Ganymede 
smugglers hidden in a narroiu rauine. Nearly fourteen hours later, she returned luith a map of the 
[amp that mas probably more complete than anything the smugglers themselues had. for this she 
receiued both a uiritten reprimand and the Deuon Medal. Her recon abilities are top-notch. 

Hctulloch. nicknamed "Drifter." is most unusual among Centaurians in that she is one of the orig- 
inal Jouian colonists. Her ship uient off course and mas only discouered in Cf 122. She has clear memories of being forced out of the Earth 
system in DD 2154 IDClf 26) and is outspoken in her hatred of the Hegemony. 



IDeapons: 


Electronics: 


Demolitions: 


Cassiidra Myloias 

Hylonas is one of the best offensiue soldiers among the Strike Force technicians-aggressiue. 
smart, and a damn good shot. Her commander at Strike Force Sparta says. "Both her repair skills 
a//r/her aim haue been a sauing grace more than once." She is especially sensitiue about her 
throat injury and uoice-box amplifier, and mas offended rather than amused at being giuen the 
callsign of "Siren." Call her by this name at your peril. 

leapons: 6 Electronics: D Demolitions: D 
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Eriest Scluyler 

[rnest "Sky" Schuyler serued for fiue years in Strike Force Feldudar. and mas highly recommended 
by Commander Andersen of that unit. Schuyler has an oueractiue sense of humor, and has receiued 
seueral reprimands for dereliction of duty king his eight years on the force, he has shomn flash- 
es of brilliance uiifh demolitions, homeuer. and either through luck or instinct has played impor- 
tant roles in many missions. 

llleapons: 4 Flectronics; 0 Demolitions: D 



Sank Walker 

IDalker is simply the best uieapons specialist that Centauri has euer seen, and her 48% score on 
the Lofton Exercise has neuer been equaled. Her abilities do not diminish under pressure, either. 
She earned her second Centauri Cross during the final raid on the Phelqe pirate base, staying in the 
fight to the end despite turn broken legs. IDalker is tough and responsible, and is a real asset to 
the Force. She is a top-notch soldier and should be your first choice mhen arming for a firefight. 

IDeapons: 10 Electronics: 0 Demolitions: 0 



Siiaan Askfird 

Ashford earned his nickname. "Irash Can." during a raid on one of the Aipken Smuggler outposts 
iDhile a member of Strike force Stockton. lo demonstrate his superior tactical position during an 
apparent stalemate, he shot and destroyed nine large trash barrels that the pirates mere using for 
couer. expending only one shot for each. 

Dleapons: 8 Electronics: 0 Demolitions: D 
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Isitella De Fonseca 

Isabella is Ihe ueferan mechanic of Strike Force liuila. She is the only remaining technician 
in military seruice mho mas taught by Dr. Joshua Samuels, the engineer mho reinuented on- 
the-fly PDA repair technigues. "Otter" is probably the best field mechanic aliue. and her 
ability to perform her duties in the heat of battle has earned her seueral medals. 

IDeapons: 5 Flectronics; 0 Demolitions: 0 



Trank Ng 

Iranh "Slugger" Hg is one of three demolitions experts mith the SfC. His uncanny finesse 
mith explosiues is mell-knomn in Clan Hamuro, mhere for three years he mas in charge of 
clearing areas for buildings and roadmays for the Hamuro expansion. Slugger's combat 
experience has been light, but his commander at Strike Force Hamuro says his demolition 
skills are beyond guestion. 

Dleapons: 4 Electronics: 0 Demolitions: B 



Granlnla Gnnnz 

Craciela's nickname. "Hngel." is short for "Hngel of Death." In most combat situations she 
mill not leaue an enemy mounded: she almays finishes the job. She mas almost court- 
martialed once for ignoring an order to retreat, instead finishing off a band of pirates. Still, 
her remarkable accuracy and stamina generally make her a sought-after soldier in combat- 
heauy missions. 

IDeapons: D Electronics: 0 Demolitions: 0 
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Titlani Ris 

latiana lusty" Rus greiu up nn a small farmstead on the northern edge of the Petrousk territory, 
inhere she deueloped her lueapons proficiency by shooting crop-eating field rats luith a sleeper 
rifle, lllhen she mas 18. her parents conuinced her to test for entry into Strike Force Petrousk, 
and Commander Harouich immediately recognized her great potential as a recon specialist. She 
joined the SFC after three years there, and has distinguished herself as a loyal and hard-morking 
soldier. 

Uieapons: S Flectronics: 0 Demolitions: 0 


Mirio Rossi 

Mario grem up on Carpaccio Station, and by the age of H mas on the engineering team there. He 
joined Strike Force Carpaccio on his IDth birthday as an electronics expert, mhere he serued for 
thirty lerran months before joining the SFC. He has seen limited action, but seems to be a solid 
soldier in all mays. "Radar" is one of the louder and more talkatiue members of the Force, and is 
generally mell-liked. Some people find him a gossip, but all agree that he means mell. 

IDeapons: 3 Electronics: S Demolitions: D 


Peter DeWitt 

"Dagger" DelDitt serued for nine years in Strike Force Felduaar before joining the SFC. He partici- 
pated in the Porthos Defense of CY 117. mhere he earned his first Centauri Cross. Dagger is current- 
ly the oldest soldier in the SFC. He's competent in the field, but his speed and stamina are not 
mhat they once mere. 

IDeapons: 8 Electronics: D Demolitions: D 




Replaiemeits 

These remaining squadmafes are replacements for any casualties you may suffer. 


Phil MacAlpine 

Phil has spent most of his three years luith Strike force Slade assisting in research and deuelopment of neuj explosiues. He spends all 
of his free time either experimenting in the lab or cloistered in his room, studying hou) to make a better bomb. His skills in the field 
are solid, and he seldom makes mistakes in judgment uihen planting a charge. Although he's not one of the better shots in the SFC, 
lountain" is both quick and strong. 

Hleapons: S 

flectronics: 0 



Demolitions: S 


Miry Steidiign 

Mary is one of the least experienced soldiers assigned to the SFC. hauing serued luith Strike force Ganymede for only eleuen months. 
Heuertheless. she is an excellent shot and a fine soldier, earning the Hem Hope Lance earlier in her career than anyone in the past 25 
years. 

IDeapons: 8 



Electronics: 0 


Demolitions: D 
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Miscellaneois lesenes 

Itie remaining SFC reserues are mediocre combat specialists compared luith the elite SfC. each luith a skills rating of: 

Uleapons: 6 
[lectronics: 0 
Demolitions: 0 

Aside from their biographies, they are all identical. 

Natalia Sedan is considered refined and aristocratic by her squadmates at Strike Force Auila. mho speak of her elegant and eirpensioe tastes 
in nearly euerything. Ihey also speak of her ferocity and finesse in combat, and horn she once saoed the rest of her squad mith a suicidal 
yet successful rescue bid. tier commander calls her bright, dependable, and strong. 

Fei-Kui Yu earned her Hem Hope Lance on her first mission mith Strike Force Hamuro. almost nine years ago. Hear death herself, she man- 
aged to keep aline tmo squadmates mho mere mounded and half-buried beneath an aualanche until a rescue team arriued three days later. 

Her brauery is unquestioned, although her performance sometimes suffers in heany combat situations. 

Hayita Perez is most famous for her deciphering of the Phelge pirates' code in her first year mith Strike Force Drrutria. After meeks of 
struggling mith the code. Perez consigned herself to a bathtub, mhere she stayed for IB hours before cracking the pirates’ cypher. Her dash 
through the base in her mhite tomel earned her the nickname of "Ghost." fhis story is typical of her keen mils and hard mork. Perez is a 
responsible and loyal soldier, mith good meapons skill and stamina. 

Laima "Bullseye" Denouich is a superior marksman and one of the more sought-after soldiers on assault missions. After hauing fought 
against the Ganymede smugglers and helping to quash the Uenusian rebellion, she mas amarded the Stockton Cluster for her heroic efforts in 
the campaign against the Phelge pirates. Despite her quality as a soldier. Laima's insubordinate attitude has not endeared her to Command, 
and has probably cost her a promotion or tmo. 

Gina DlSarcina mas the oldest member of Strike Force Carpaccio before her transfer to the Centauri team. A mell-rounded soldier and career 
military moman. she began her career mith four years in the Carpaccio Hining Guard, spent tmo years as an appointed bodyguard to 
Clansman DiSoto. and serued seuen years mith the Carpaccio Strike Force. Her commander there says of her. "Grim, not much personality, 
but reliable as hell." 


DQ:SS 


(Inna "Clockuiork" Dorhoefer earned her callsign al Strike Force felduaar not due to any kind of strict personal regimen, but 
because of her freguent disciplinary lapses during her first gear there. Her frequent flouting of curfeuj and noise regulations earned 
her so many unpleasant predaiun cleaning shifts that her fellou) soldiers joked she tuas up early "like clockujork," (1 friendly and 
popular soldier. "Clockiuork" more than makes up for her occasional indiscretions mith her battlefield sauuy. 

"Claymore" Hacquarrie mas declared "the finest soldier he’d euer mitnessed" by her commander of Strike Force Slade. Her quick- 
ness and judgment haue already become euident in her fern assignments mith the SFC. Despite her shyness, she has already earned the 
respect and friendship of most of the soldiers. 

Jennifer Ularlng mas best knomn in Strike Force lo for being encessiuely superstitious, and she has brought most of her eccentrici- 
ties mith her to the SFC. these include her habit of sleeping mith mhat she claims is a 300-year-old E-bulb beneath her pillom, 
mhich mill bring her good luck if it doesn't break. It mas this quirk that earned her the callsign of "Lightbulb." 

Hrmando Hendez mas a sin-year ueteran of Strike Force Huila. In addition to teaching tactics to his fellom squadmates. "Duke" mas 
allomed to teach fencing and smordfighting classes as official parts of the SFIl regimen. He insists that fencing’s benefits to reflexes 
and concentration translate directly to POO combat. 

Hideo Igama is knomn as the smordsman of Strike Force Hamuro. Among his collection are numerous katana, broadsmords. maces, 
rapiers, and kniues. Horeouer. Hideo claims to be proficient in all of them, and seems to be able to back his claim. lOith more modern 
meapons. "lornado" is knomn as a dependable ami dedicated soldier. 

Jaime "Feedback" Fuentes earned his callsign from his early trait of excessiue chattiness during missions, a trait that his former 
peers in Strike Force Urrutria are glad has uanished. During a raid on a smugglers’ outpost. Jaime had his comm link open mhen he 
took a grenade hit to the helmet. Ihe resulting explosion left tmo squadmates deaf for nearly 24 hours. Jaime is knomn as an enthusi- 
astic soldier. 

Oleg linguarski. standing slightly ouer 2.1 meters and meighing almost 13D kilos, actually required a special custom-fitted PDA dur- 
ing his four-year stint mith Clan Petrousk. He earned his reputation for nearly inhuman strength during a routine defensiue operation, 
mhen. hauing lost his targeting computer and most of his uisuals. he charged the last attacking pirate and punched his fist through his 
foe’s faceplate. 

leddg Boccabella is the great-grandson of Hia Doccabella. one of the chief engineers mho designed the original Carpaccio Station. 

Born into a family of engineers. ledetso rejected his family’s heritage and opted for combat training. He joined Strike Force Carpaccio 
at the age of 16. and at the time of his recent promotion to the SFC had logged more combat hours mith the Carpaccio force than any 
soldier in its history. 

Pieter "Spider" uan Praaq mas considered Strike Force Felduaar’s zookeeper, omning a menagerie of pets including dogs, turtles, 
nempigs. and iceflizzies. He says that his nickname does not come from omning any spiders, but refuses to disclose its true origin. 
Pieter is smift under stress but is sometimes hard to motiuate. 




lindreui Cameron is knoiun at Strike Force Slade as a relentless tracker of smugglers. His skill at gaining uisual IDs of smuggled equipmeot 
and ttie pun on his last name haue earned him the nickname "Camera." Hndretu has a reputation as a dedicated soldier uihen on-dutg and a 
hard drinker uihen not. 

"Gorgeous George" Hickelsford is one of the younger soldiers in the SFC. Hlthough still relatiuely untested, he has performed uiell in the 
field and in numerous training eiiercises. George has a remarkably inflated ego. uihich has not made him popular among his felloui soldiers. 
He belieues his callsign mas giuen to him because of his field skills, but in fact it mas due more to his ouerblomn self-image. 


Colin: The Prominent Son 

During a later mission, you mill need to rescue Clansman Colin, a stranded soldier from Strike Force lo's Dnuil Squad. Dnce you repair his 
PHD. he mill join your squad. You'll need to ensure his safety-he's the son of a prominent political leader. 

Colin: 1350 

Energy Rating: 1000 
Energy Recharge: 100 
Rrmor Regeneration Rate: 50 
Pilot: 1500 
Sensors: 300 

Farqetinq Discrimination: 300 
Jump Jet Control: 300 
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Chapter 3: Mission and Campaign Briefing 

In this chapter you'll learn some history, technical details on tactical operations, and information on your squad and your opponent. 
Consider this your last safe refuge before me kick you out of the classroom into the real uiorld. 

It came as a surprise to the Hegemony that the Centauri colonies luere able to continue technical deuelopment apace after relocating 
from the Sol system. Ihe original colonists brought tremendous expertise-as mell as cannibalized starships and transports-and also 
exploited neui natural resources to accelerate the deuelopment of industry and research. 

Ihey also brought a deep distrust of the Hegemony. IHe'ue seen mhat their military can do, and our ancestors uoujed neuer to be 
caught unprepared for their numeric superiority and amorality. Ihus the clans deueloped aduanced combat systems, culminating in the 
Clan PBfl, or Poiuered Battle Armor, uihich is much more effectiue than the Hegemony's standard issue. 

Poiuered exoskeletons haue been used by the military back in the Sol system for some time noui to carry and pouier heauy uieapons 
systems. Houieuer, clan technology has made uast improuements to the first exoskeletons, and nom clan PBHs are second to none. 
Hapid PBA deuelopment has led to the creation of the HH-S, the standard-issue Strike force Centauri PBH, superior euen to clan PBHs. 
foday, the standard PBH carries an impressiue armament and redundant lueapons systems, self-sealing and self-repairing armor, sen- 
sors, communications, and nauigation systems. In addition, the PBH has an all-purpose docking system for HSf IHuxiliary Suit 
Function] systems, luhich can be customized to suit your particular tactical style and/or your mission objectiue. 

Ulith the rapid deuelopment of PBH tech, older and obsolete PBHs-iibsolete by SFC or Clan Strike Force standards, anyiuay-haue fallen 
into the hands of some of the criminal element that seems to be suruiuing, euen thriuing, among the clans: pirates. Pirate PBHs are 
generally far inferior to their SFC counterparts. Homeuer, a recent rise in pirate actiuity and pirate PBH firepoiuer has prompted the 
formation of SFC, the clans' elite soldiers, mho are eguipped mith state-of-the-art technology. 


Tie Strike Force Ceetaeri Armory 

You'll begin your tour of duty mith the standard HR-5 PBH mith laser, multipulsar, and smoke grenade meapons systems and the 
dynamo and jump jet HSF. Your first tmo certification missions, mhich are discussed in the next chapter, mill take you through your 
basic suit functions. 

Here's a list of keyboard commands for all PBHs. Hole that your mission may require you to use different PBHs, or euen enemy units 
for infiltration missions, so keep in mind that each PBH has different capabilities. 
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PBII Keytoard Giimands 

Movement 

111/ Run forujard 

fl/ Turn left 

S llldlk foruiard 

0/ Turn right 

/ Sidestep left 

C Sidestep right 

R/ Moue backuiards 

Spacebar flctiuate jump jets 

Keys can be held douin together to combine effects, for example, pressing HI and fl luill cause you to moue foruiard diagonally to the left. 
The most effectiue maneuuer is bounding, uihich inuolues a minute burst of jump jet thrust uiith each step. To do this, hold douin the Shift 
key plus the mouement key. You'll couer a lot of ground quickly, and you can scale hills uiithout being uieiqhed douin by qrauity. 
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You can crouch by pressing the apostrophe D key. This mill make you a harder target to hit. Pressing another mouement key causes you to 
stand. 
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you ujill also iDdflt to look around iDtierouer you go. You can use the keyboard or the numeric keypad for this, fuming your head 
alioiijs you to see. aim, and fire at targets more guickly than turning your luhole body: similarly, you can moue in one direction and 
fire in another at the same time. 


Looking Around 


RorB 

Look up 

Dor 4 

Look left 

ForS 

Recenter 

Fore 

Look right 

Uor2 

Look douin 


Weapons Selection 

Ihe Heads-Up Display IHUD) in your PBD is fully interactiue: you’ll put the Hll-S through tiuo simulated runs later, and lue’ll point out 
the uarious HUO features. Still, as uuith any other luell-designed hardware interface, there’s more than one may of doing things. 


(I PBfl has four auailable meapons slots, and you can select any of the four uueapons Iparticularly bulky systems may take up tino 
slots] by pressing 1-4 on the numeric keypad. 

your PBH’s targeting and tracking system is capable of tracking targets mithin sensor range, you can cycle through targets by using 
I or I (from left to right] and y or 1 (from right to left]. 

you can toggle the full screen mode by pressing G; pressing the fab key toggles the HFDs on and off. Pressing I toggles Infrared 
Uision. your helmet optics can zoom in and out uiith the egual (=] and hyphen H keys. 


Multi-Function Displays 

your helmet has three Multi-Function Displays (HFDs], mhich can be configured to display a staggering amount of tactical data, 
depending on your preference. 



COHBRI IIP; IISI IHI Hlll-SCIIIIN HOOE Hi lEHVI 1 MfHS lOGHIEH Off OURIi H fifIRRI SO YOR CRN SIf YRRR INEMIIS. 


You can cycle througli the displays in the left MID Imhich include Communications and Squadmate Status! luith the I or R key. 

Ihe center MFD contains location data and defaults to a mission map display: you can recenter the map to your position by pressing the H 
key. If you press B. all three displays create a uirtual 360-deqree "padlock" uiem of your tactical situation-useful if you're ambushed or 
caught by surprise. Ihe M key brings up a full-screen map. and if your MFDs are actiue. the middle MFD becomes your actual uieui. 

Here are seueral commands to modify the map display: 

III FR brings up the names of your squadmates nent to their map markers. 

Ill FI D displays sensor ranges-the larger circle detects any actiue target Isuch as a mouing PDA], luhile the smaller circle is a 

pronimity sensor, capable of detecting any object, euen pouiered-doujn PBfls. 

II Fit shouis the effectiue range of your currently selected uieapon . 

II F12 toggles mission information, luhich labels landmarks supplied by SFC intelligence. 

II You can zoom in on the map by using the period and comma keys. 

Ihe right MFD keys into your suit's weapons, drones, and flSF systems. Hgain, lueapons selection is accomplished through keys 1-4. You 
can bring up your flSF control screen by pressing the 5 key. Ihe right MFD can be cycled ujith the D key. 

Rs squad leader, you haue a PDA that is equipped uiith three surueillance drones. Click on the MFD drone launch display to launch the drone: 

you can specify a target on the drone map for the drone to patrol, but you can also use your keyboard to control the drone's mouement. Ihe 

drone's field of uision mill appear in the MFD. and the drone mill patrol any area you select on the drone map. 
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Hold doujn Ctrl and use a mouement key to moue the drone in the desired direction: 
II Ctrl^Pg lip causes the drone to gain altitude. 

II Ctrl*Pg Dn causes the drone to descend. 

II Ctrl^Home brings the drone back to your PBfI. 
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Ulhen gou'ue finished your mission, you'll need to call your dropship. If you'ue finished all your mission objectiues. the dropship mill 
automatically fly to the dustoff point. Or you can call the dropship manually by pressing Tnter if you just decide to turn tail and run. 
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Commuiicatigns 

Ihe reason you haue squadmafes is that no one soldier-or euen four indiuiduai soidiers-can accomplish luhat a luell-trained squad luorkinq 
toqether can do. You'll need to stay in touch uiith your squad to issue orders. 

Ihe left HID is used for your communications screen and also lets you check your squadmates' status and the uieujs from their 
uieiuscreens. lo establish communications ujith a particular squadmate or open a channel to your entire squad, either click on the command 
menu appearinq in the left HFD or press the appropriate function keys. Remember, your squadmates are trained to folloiu your orders uiith- 
out question if at all possible. 

lllhen you open communications uiith your squadmates. FI issues mouement commands. R submenu appears: 

■I FI orders your squadmatels) to moue to a specified location . 

■ F2 orders your squadmatels) to folloui you-the default order. 

■ F3 orders your squadmatels] to stop. 

■I F4 issues an order to go to the nau point . 

F2 issues formation commands. Ihe subsequent submenu offers these options: 

■ FI tells your squad to rush. 

■I F2 issues an order for an aqqressiue attack-the default order. 

■l F3 is an order for a cautious aduance. uihich means your squadmatels) can engage the enemy, but if fighting gets too intense, 
they must fall back. 

■I F4 orders your squadmatels) to take couer. 

■ F5 signals a retreat. 

■I F6 orders your squad to assume battle formation around you. 

■ F7 orders your squadmatels) to hold present position, euen if engaged. 
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F3 issues engagement orders, these submenu choices follouj: 

II FI orders your sguadmateFs) to attack your target-you must haue a target lock first, hoiueuer. 

II F2 directs the squad to attack the target you' ue designated on the map. 

II F3 is the default order-fire at mill at any enemy encountered. 

II F4 tells your squadmatelsl to return fire only if fired upon first-a good command for stealth missions. 

II F5 orders your squadmatels] to cease fire until giuen another combat order. 

F4 directs your squadmatels) to use their IlSfs. mhich may be essential to your mission success, mith this submenu; 

II FI orders the squadmatels] to use the IISF at mill-the default order. 

II F2 issues the order to not use the flSF. 

II F3 orders your squadmatels] to use the fISF immediately . 

F3 giues special orders lalthough not all squadmates haue special functions auailable). For example, if you haue a demolitions expert 
along, you'll be able to giue these commands: 

II FI places charges at the point you specify on the map Ichoose the fuse of the charges to set] . 

II F2 detonates charges Ichoose the fuse color corresponding to the set charges] . 

II F3 places charges on mission target. If there's a specific target to destroy as part of your mission objectiues. this 

command sends your demolitions expert to it. 

II Other special orders include remiring, reconnaissance, or repair, depending on the specialist. 

F6 closes communications. 

Ihere are also communications hotkeys, mhich send orders to the entire squad. Here's a list: 

HIM) (Iqqressiue attack 

lllt*C Find couer 

nit^D Cautious aduance 



Assume formation 



Hlt*H 

Hold fire 

Hlt*H 

Follom me 

HlMl 

Go to nau point 

fllt^P 

Go to pickup point 

Hlt*H 

Hetreat 

Hlt*S 

Status check 

Hlt*T 

Httack my target 


strike Force Ceitairi Powerei Settle Amor 

SFC PBfIs represent the height of clan technology, superior euen to the indiuidual Clan Strike Force armament. Because the neuily formed SFC 
is just getting underuiay. clan scientists and engineers are in the process of rolling out neuj PBfls. uteapons. and other assorted eguipment. 
Until then, a standard set of armament and peripherals of destruction are auailable for your killing pleasure. 

(Ill PBHs are eguipped uiith a regenerating armor system, uihich uses a combination of polymers and resins to seal breaches in the armor 
until full repair can be performed back at the SFC base. Homeuer. the systems in a PBfI-iueapons. sensors, jump jets-are M self-repairing. 
If you haue a repair specialist in your sguad. he or she mill be able to repair a limited number of PBH systems uiith the PBH repair 
equipment. 

Fach PBFI is eguipped uiith a dual sensor system. The energy sensor has a longer range and detects actiue targets. Therefore, inactiue 
targets-including enemy units-uiill not be picked up on your energy sensors. Your pronimity sensor has a more limited range but picks up 
all objects uiithin its range, including inactiue enemies. 

lilar has been based on uisual contact since the damn of recorded history. lUith limited sensor ranges and enemies mith sensor/stealth 
capabilities, you mill come to rely on uisual contact. H standard PBH can go to 3B magnification mithout loss of resolution, and also comes 
eguipped mith an infrared uieming system for use at night or in inclement meather. But the PBH also has a sophisticated nauigation system. 



tuilh a douinloaded tactical map, uirtual nau points, and a comm system that keeps track of your squadmates and their location and 
status. You can euen doiunload their uisual images into your display system. 


Each PBfl suit comes ujith slots for uarious uieapons. Ihe hR-S Standard Suit comes ujith four uieapons slots: the basic lueapons sys- 
tems take up one slot each, and more sophisticated systems take up tioo. It's almays uiise to take along redundant uieapons systems 
in case one of them is damaged beyond repair uihile you're still in a hot zone. 

Of course, each M has room for an flSF package and jump jets, all pouiered by a cold fusion reactor. Each subsystem has its omn 
armor rating-for example, the pilot armor measures the protection to the PBfl occupant prouided by that PBfl. 


Stanlarl Sait 




Speed; 50 kph 

Energy Rating: 1100 

Sensors: IBOm/OOm lenerqy/proximity sensors) 

Energy Recharge: 125 

Uisuals: 311 

Armor Regeneration Rate: 50 

UJeapons Slots: 4 

Pilot: 2000 

Jet Efficiency: Medium 

Sensors: 370 

Armor Ualue: 3500 

Target Discrimination: 370 


Jump Jet Controls: 370 



Ihe Hli-5 is Strike Force Centauri's standard-issue PBfI. It's an excellent all-purpose PBH for missions that don't inuolue heauy assaults or 
require maximum stealth. Ihe BB-5 has good speed and mobility, and can carry heauy firepoujer into the field. This PBB's armor rating is 
also more than respectable, easily outclassing any pirate you might encounter. 


Neipiis 

Only a handful of loeapons systems are auailable to the SFC at the beginning of the campaign, but our researchers are constantly deueloping 
neuj ordnance, flemember. range for projectile lueapons is calculated at one standard Earth grauity; soldiers should expect increased range 
on planets loith louier grauities. 


Multipulsar 



Range: l2Bm 
Oamage: 60 
Arm Slots: 1 

Reload/Recharge Rate: 400 

Ihe multipulsar fires pulsed blasts of charged subatomic particles in flue discrete beams of energy, increasing the probability of a hit. This 
uieapon's damage potential is lotu. but it boasts a fairly quick recharge rate and excellent range. You should be able to take a uantage point 
and open fire on enemies before they can get you in their range. 



laser 



Range: 72m 
Damage: 45 
firm Slots: 1 

Reload/Recharge Rate: 100 

Ihis energy lueapon focuses coherent light through Clan Slade's HacClemens-3 lens system. It has a considerably shorter effectiue 
range than the multipulsar, but it's capable of continuous fire, making it a good uieapon in closer engagements. 

Smoke Grenade 




Range: 102m 
Damage: Hone 
Rrm Slots: 1 
Grenades: 40 

Reload/Recharge Rate: 400 
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Itifi smoke grenade is a purely defensiue lueapon. It explodes on impact and releases a smoke made up of refractiue, opaque, and ablatiue 
materials that make it, for all intents and purposes, a complete barrier to energy beam lueapons. 


Drone 



Ihe drone is a reconnaissance tool that sends a liue uideo feed from its position to the PBfl. (Is squad leader, your PBH is equipped luith three 
drones, fls you might guess, they are uery uulnerable to enemy meapons fire. It's also likely that enemies haue their oiun drones. 

Drone Hrmor Rating: 100 


luxiiiini Suit Functions 

PBRs are designed so that they can be customized for different mission profiles through flSFs, or Auxiliary Suit Functions. These units allouj 
specialists to carry their tools of the trade onto the field. 


Dynamo 



Ihe dynamo is a portable cold fusion energy source designed to supplement your PBfl’s reactor. It doubles your PBfl's recharge rate-a 
boon ujhen you're using some of the more energy-intensiue lueapons being deueloped for and/or adapted to BFC PBHs. 


Jump Jet Booster 



fhis tri-chamber fuel-transfer system doubles the fuel efficiency of your jump jets, fhis is a good unit to take on reconnaissance mis- 
sions uihere you may need to beat a hasty retreat. 


PDA Repair Pack 



Only a repair specialist can carry this unit, luhich alloujs for field repairs to damaged PBO systems. Hny squad anticipating a heauy 
firelight should bring along a repair specialist and a repair pack. 



Demolitions Pack 



Affectionately called "Hell’s Purse" by demolitions enperts Ithe only soldiers qualified to use the demolitions pack), this package contains 
enplosiues and detonators. UJhile it can be used to destroy structures, a luily SFC commander might also use these eiiplosiues to create a 
nasty surprise for pursuing enemies. 

Demolitions, small: 400/I2m 

Demolitions, regular: DDD/3Gm 


Newly Developed/Converted Clai Teehiology 

Ihere are a number of lueapons systems currently in deuelopment, in addition to the technologies being ported to the neuj PDAs used by 
Strike Force Centauri. 

Ihis aduance briefing mill bring you up to speed on the latest clan deuelopments. as luell as the latest intelligence on pirate and Hegemony 
technology. 


Piwered Battle Irnir 


Scout Suit 


Speed: 60 kph 
Sensors: ZdOm/lOflm 
llisuals: 40 
Uleapons Slots: 2 
Jump Jet [fficiency: Higli 
Armor Ualues: 3000 
[nergy Rating: 1000 
[nergy Recharge: 100 
Rrmor Regeneration Rate: 45 
Pilot: 2000 
Sensors: 300 

larget Oiscrimination: 300 
Jump Jet Control: 300 





Ihe IIR-G Scout Suit is designed for stealtli and reconnaissance, and as such should not be taken into heauy combat against other PBHs. 
Its sensory and uisuai capabilities are unmatched, and it's smaller, sleeker, and faster than any other PBH. But this suit has less armor, 
sloiuer recharge rates, and only tujo lueapons slots. 


Heavy Suit 



Speed; 40 kph 
Sensors: IBflm/OOm 
Uisuals: 3B 
llteapons Slots: 4 
Jump Jet Efficiency: louj 



firmor Ualues: 4500 
[nergy Raling: 1250 
[nergy Recharge; 150 
Armor Regeneration Rate: 55 
Pilot: 2000 
Sensors: 400 

larget Oiscrimination; 400 
Jump Jet Control: 400 

Ihe RR-/ is a battlefield juggernaut uiith the highest possible armor rating and the fastest armor regeneration rate. It's not as mobile 
as the other tujo SFC PBRs. but it can uiithstand tremendous punishment. For full assaults, your ujeapons experts should use the 
RR-/'s extra protection to luaste your opponent. 

Projectile Weepons 

IM Mtter 




Range: 1 00m 

Damage: EH field I70m effecfiue radius] 
Rrm Slots: 1 
Grenades: 50 

Reload/Recharge Rate: 300 



Fired like regular grenades, EM grenades create a broad-range electrical field disturbance, luhich shoiu up as a green flash on your M map 
display. Any PBAs caught in the blast become much more uisible to your longer-range sensors. Ihe EM field is not detectable by enemy 
PBlis, so they don't knouj that they haue the eguiualent of a large neon "shoot me" sign aboue their helmets.fhe EM emitter is especially 
useful in stealth missions uuhere you need to auoid contact luith the enemy. 


Grenade Launcher 



Range: BBm 
Damage: 500/1 Bm 
firm Slots: 1 
Grenades: 15 

fleload/Recharge Rate: Sloui 

Ihe grenade launcher fires a fist-sized projectile of poly-synazine euplosiue mith a Felduaar detonator. It has a respectable damage rating 
and range, and a large blast radius. 



Thermal Disrupter 



Range: 102m 
Damage: 200 
Arm Slots: I 

Reload/Recharge Rate: 600 

Ilie thermal disruptor uses an infrared mlcroiuaue beam. It doesn't damage armor, but It can zap a PBR's inhabitant like a potato in an 
old-fashioned microuiaue ouen. 

Missile launcher 



Range: 100m 
Damage: l200/21m 
Rrm Slots: 2 
Hissiles: IS 

Reload/Recharge Rate: 1000 

Ihis unit launches chemical-fuel rockets tipped uiith high-density Petrousk charges, combined ujith Clan Porthos' computer-guidance 
circuitry. Ihe final self-guided missile packs a considerable luallop. The reload time is the slouiest of all projectile meapons and the 
launcher is guite bulky, taking up turn slots. Still, the large blast radius, long range, and heauy damage make this a formidable uieapon. 
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Railgun 



Range: 150m 
Damage: 40 
firm Slots: 1 
No. of Shots: 300 
Reload/Rechargelime: ISO 

Ihe railgun fires a magnetic casing through a superconductiue barrel, transforming the projectile to a near-plasma state. The resulting 
impact causes little physical damage to a POO but impairs its self-repair capability. 

M-B (Magnetic-Ballistic) Cannon 



Range: 270/360m 
Damage: 3200/24m 


nn UQ 
Uu: lO 



firm Slots: 2 


Ho. of Shots: 5/10 
Reload/fiecharge lime: 4500/4000 

lliso knoujfl as the "mailboK cannon," this is a magnetic induction launch system ujith a chemical fuel engine that propels an ouer- 
sized euplosiue ouer a great distance. Ho other POfl-mounted uieapon can cause this much damage. The H-B cannon can only be used in 
a Heauy Suit, and can take out three or four targets luith a single saluo. 

The accelerated uersion appears only in the last mission of the game. 

Other items haue euplosiue damage too: 

Demolitions, small: 400/12m 

Demolitions, regular: 000/36m 

fuel tank explosion: IOO/2lm 

Energj Neapns 

Ionic Fusion Rifle 
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Range: 00m 
Damage: 100 
Rrm Slots: 1 

Reload/Recharge Rate: ISO 



Ihe ionic fusion rifle is Clan Carpaccio's latest experiment uiith particle weaponry. Its damage potential is considerably high for a beam 
Qjeapon. as is its energy requirement. Hoiueuer. its range is less than that of most lueapons in its class, fhis unit is a good substitute for 
the laser as a close-quarters lueapon, luith considerably more bite. 


Particle Beam 



Range: IBOm 
Damage; 250 
Rrm Slots: 1 

Reload/Recharge Rate: 800 

fhis ujeapon fires a stream of charged electromagnetic particles. R particle beam causes more damage than a laser and has much greater 
range, but is less energy-efficient. Ihe SFC particle beam is much stronger than its pirate counterpart. This is one of the best all-around 
tueapons. 


SIR Mark IV 



Range: 30m 
Damage: 425 
firm Slots: I 

Reload/Recharge Rate: 1000 

Built by Clan Ganymede's Sull Island Research ISIR], the Hark lU discharger emits a cone pattern of ion streams in a small radius. 
Nearly all conductiue targets ujithin its area of effect suffer extreme electrical damage. Note that the emissions from this system are 
not selectiue. so don't fire this meapon near any friendly units. 


Aulllani Suit Fiictiiis 

Autodoc 




This module uses auto-injection and lU hookups to augment the human body's natural repair system. Through both painkillers and syn- 
thetic adrenaline, the autodoc prouides a boost of bodily stamina, enabling the suit operator to function effectiuely after receiuing 
bodily injury. Users typically report exhaustion after the chemical effects ujear off. 


I II I L i 

uu:jh 




Universal Backup 



This unit combines a specialized multifunction computer, a nanotech robotics system, and an electromalleable plastic connector. It takes ouer for 
the first PBfl system destroyed in combat and duplicates its functions. This should be your default flSF selection in most cases. 

EMP Dampener 



The EHP dampener combines polymer shielding and actiue electronics to "smother" a certain percentage of PBO electromagnetic emissions. Ulith a 
smaller emission field strength, an SFC PBIl is harder to detect on an enemy's sensors and may be outright inuisible at long ranges. 

Mine Layer 


The mine layer HSF drops a series of small, highly euplosiue shaped charges that are inuisible to enemy sensors. Prouimity sensors detonate the 
charge luhen an enemy target comes luithin a one-meter range. The mines contain special circuitry so that SFC PBfls do not set off the charges. 



Damage: 35DD/24m 


Personal Shield 



(I comblndtion plastite and energy-defense system, the personal shield augments the PBH's armor to protect its leearer from damage. 
Houieuer, it runs on its oujn limited pouier supply and should be used sparingly. This is another tauorite unit to take as your 
default HSF. 

Autoturret 



the autoturret is a self-contained, self-tiring uieapon that is carried as an IISF. IDhen placed in a stationary location, its target- 
discrimination circuitry is actiuated and it opens tire uiith its light laser at any enemy target that comes uuithin range. It has limited 
armor and a small self-contained energy supply. 

Explod-ODrooe 



This RSF pack is a drone uuith a pressure-sensitiue detonator and a small Petrousk euplosiue charge. Send the drone touuards an enemy 
target and it euplodes on impact, causing heauy damage. 

Armor Rating; 100 
Oamage: 2000/36m 


Chapter 4: Enemy Technology 

linoiuing your ouin SFC's uieapons and technology is important. Hoiueuer, knoiuing your enemy's lueapons and technology is uM. Ihis 
chapter details the forces you'll face and the technologies they'll use against you. 


Pirates 

Pirate PBOs are made from cast-off parts, black-market components, and saluaged or obsolete PBIl/exoskeleton technology. Ihey are formi- 
dable opponents to the regular militia, but not to someone in an BFC PBB. Houieuer. they're dangerous in numbers noui that the Hegemony 
haue been supplying parts and equipment to them, and they may haue a feuj lueapons not yet auailable to SFC PBH. And mhen you face 
pirates and pirate captains, make sure you take out the captains first-they're tougher than their bandit lackeys. 

Pirate: 500 



Energy Rating: 1000 
Energy Recharge; 100 
Rrmor Regeneration Rate; 20 
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Pilot: 275 


Sonsofs: 30 

larget Discrimination: 30 
Jomp Jet Control: 30 

Pirate Captain: 650 



Energy Rating: 1000 
Energy Recharge: 100 
Rrmor Regeneration Rate: 25 
Pilot: 375 
Sensors: 50 

larget Discrimination: 50 
Jump Jet Control: 50 


Me Weapons 

Pirate ueaponry is inferior to SFC oieaponry by a luide margin. But take care, because the pirates mill gain the use of their second-rate 
particle beams before similar ujeapons can be adapted to your neui PBHs. 

Light Pulsar 

Damage: 140 

Range: 00m 
Fire Rate: 600 

Heavy Pulsar 

Damage: 255 

Range: 120m 
Fire Rate: 000 

Particle Beam 

Damage: 225 

Range: 120m 
Fire Rate: 000 

Grenade 

Damage: 200/12m 

Range: 150m 
Fire Rate: 3000 



Ike legenoiy 

Heqemodij PBII technology legs behind that of the dens, hut not by too imtcb. They ere considerehly superior to the pirete rebble end heue 
superior manufacturing capabilities. In addition, their scientists haue lining weapons that are anathema to clan morality. 


Stinger Class PBA 



the Hegemony has three classes ot PBfls. just as the Centauri do. the lightest and guickest is the Stinger Class. Like the Centauri 
Scout, it has an extended sensor range and greater speed at the expense of reduced armor and energy shielding. Host Stingers are 
armed only uuith light lasers, but a teiu carry modified armor-penetrating microiuaue generators. Fortunately. Hogs using this last 
uieapon must stop mouing and recharge tor seueral seconds between uses, making them easy targets. 

Stinger Armor Hating: /SD 



Fnergy Hating: 1000 
Energy Hecharge: 100 
Armor Hegeneration Hate: 30 
Pilot: 400 
Sensors: 100 

target Oiscrimination: 100 
Jump Jet Controls: 100 
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Assault Class PVA 



Ihe most commonly used Hegemony P0fl is the Assault Class. Typically armed uiith medium-intensity lasers, the Assault Class PBA is 
a poor man's Centauri Standard. 

Assault Armor Aating: iO 

[nergy Aating: 1000 

Energy Aecharge: 100 

Armor Aegeneration Aate: 35 

Pilot: 500 

Sensors: 125 

Target Discrimination: 125 
Jump Jet Controls: 125 



Jugoernaut Class PBA 



Ihe Juggernaut is the Hug's heauy suit. Ihese suits are solidly built and can carry some formidable loeaponry. Most carry argon- 
suspension lasers and louj-capacity grenade launchers, and some are armed uuith medium-range missile launchers. Despite their 
sloumess. they pose a greater threat than anything uue'ue seen from the Hogs so far. 

Juggernaut Armor Hating: 1200 

Inergy Hating: 1000 

Energy Recharge: 100 

Armor Regeneration Rate: 40 

Pilot: 600 

Sensors: 150 

large! Discrimination: 150 
Jump Jet Controls: 150 
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Clones 

Itifi HGqemony has combinGd sophisticatGd cloninq tGchniquGS and aduancGd cybGrnGtics to producG touyh, fGarlGSS mafriors. IhGSG 
cybGrnGtic clonGS hauG bGGn qiuGn spGcially modifiGd PBfls. IhGy arG considGfGd uRg abominations by tho clans. 

Clone, Mark I 



this is thG ItGqGmony's first attompt at croatiny a gonotically onginGGrod ujarrior. Our sciGntists suggGSt that [HP granadGS may bG thG 
bGst iiiGapons to osg against thnm. 

ClonG Hark I flrmof: 1200 

[nnrgy Rating; 1000 

[nnrgy RGchargG: 100 

Armor Rogonoration Rato: 40 

Pilot: 650 

Sonsors: 175 

largot Oiscrimination: 175 
Jomp Jot Control: 175 


Clone, Mark II 



Ihis is an impround breed of Clone, faster and more heauily armed than the preuious generation. The creators of this lining lueapon 
haue also corrected the biggest design flam in the Hark l-the Hark II is heauily shielded against electromagnetic radiation. 

Clone Hark II Hrmor: 1600 

Energy Rating: 1000 

Energy Recharge: 100 

Rrmor Regeneration Rate: 45 

Pilot: 800 



Sensors: 200 


Target Oiscriminatioo: 200 
Jump Jet Control: 200 


nn Cl 
uu:o I 



Clone, Mark III 



The Mark III Clone is the most pomerful PBH the Heoemony has euer used, and is the first enemy that begins to riual an SFC PBD head-to- 
head. lit least one Hark III Clone has been armed uiith a deuastatinq plasma lueapon. a technology beyond anything lue haue deueloped. 

Clone Hark III Hrmor: 2000 

[nergy Rating: 1000 

Energy Recharge: 100 

Rrmor Regeneration Rate: SO 

Pilot: 950 

Sensors: 250 

larqet Oiscrimination: 250 
Jump Jet Control: 250 
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Heitniiii PBA Weapois 

Ihese lueapons are similar to clan uieaponry. but are less effectiue. 

Particle Beam 

Damage: 225 
Range: 120m 
Fire Rale: BOO 

Heavy Particle Beam 

Damage: 375 

Range: 120m 
Fire Rate: 000 


Railgun 

Damage: 00 
Range: 300m 
Fire Rate: 400 

EM Grenade launcher 

Damage: 70/15m 

Range: 60m 
Fire Rate: 1350 


Grenade 

Dddidge: 250/12(11 
Rdnge: 60m 
Fire lldle: 2000 


Missile launcher 

Ddmdqe: 500/1 Om 
Rdnge: 300m 
Fire Rdte: 3400 


Heavy Grenade 

Odmdge: 400/15m 
Rdnge: 60m 
Fire Rdte: 3000 

Heavy Missile launcher 

Odmdge: 050/1 Om 

Rdnge: 300m 
Fire Rdte: 3500 
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Artillery Shell 


Damage: 9000/18m 
Range: 3000m 
Fire Rate: 3400 

Thermal Disrupter 

Damage: 120 

Range: 60m 
Fire Rale: 1000 


light Pulsar 

Damage: 150 
Range: 120m 
Fire Rate: 600 

Heavy TriPulsar 

Damage: ISO per beam (n3) 
Range: 120m 
Fire Rate: 600 


legenii]! Veliieles 


Mecli Biped 



This large and pouierful luar machine operates inithout a human controller, using instead a remarkable artificial intelligence program. 
It is highly resistant to laser fire, being shielded ujith an agamemnite allog similar to that used in Centauri PBIls. 

Mech Biped Hrmor: 3BBB 

Energy Bating: 1000 

Energy Becharge: 100 

Brmor Begeneration Bate: 50 

Pilot: 650 

Sensors: 225 

Target Oiscrimination: 225 
Jump Jet Control: 225 


light Tank 



Ihe light tank is a fully automated uehicle, running on a simple but effectiue battle program. It is capable of crossing uneuen terrain at a 
moderate speed, and can moue extremely guickly on roads. 11 rotating top-mounted turret fires louj-intensity laser bolts and cold fusion 
charges. 

Hog light lank Armor: 3000 

Pilot: 1000 


i 

i 

i 



Sensors: IGO 


standard Tank 



Ihe standard tank is an unmannsd all-terrain attack uetiicle. Illthougti it's noticeably sloiner than its lighter counterpart, it makes up for 
this deficiency ujith its firepouier and armor, firmament may uary. 

Hog Standard tank firmor: 4000 

Pilot: 1250 

Sensors: 300 
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Heavy Tank 



Capable of heauy demolition and assault attacks, this slouj-mouing attack juggernaut is the most dangerous of Hegemony uehicles. 
Its turret-mounted armament can crush anything that stands in its may. 

Hog Heauy tank Armor: 5000 

Pilot: 1500 

Sensors: 400 
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Miscellaieius Vehicle Stitistlcs 

Pirate/Centaufi/Hegemony Iruck Hrmof: 1000/1500 

Haruester Ormor (if encountered damaged): 0000 (3000) 

Hrtiliery: 0000 

Oulldozer: 3000 

[artli Houef: 3000 

Dropship: 0000 

Space Cruiser: 0000 

Space Carrier: 0000 

Scout Ship. 0000 

Cruiser: 0000 

Cargo Ship: 12000 

Httack Ship: 0000 

Sonny's Ship: 0000 


Spy Probe 



Like the SFC drone, the spy probe tracks its designated target and then returns to its launcher immediately thereafter. 
Spy Probe Armor: 300 
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Hunter Probe 



Ihe hunter probe serues as a remote-controlled killing machine. It first tracks its target and then fires on it from uarging distances 
and uantage points. 

Hunter Probe: 300 


oom 


Bomber Probe 


Like the SFC [Kplod-O-Drone. the bomber probe is constrocted for one porpose: demolition. Its speed and turning radius are auerage. 
and its offensiue capabilities are prouided by a store of bomblets, like miniature grenades, that can be launched at targets. Ihe force 
shock is a product of Clan Petrousk. 



Swooper Probe 



Ihe siuoopef probe first tracks its target and then diues to the proper attack attitude. Once committed to a diue. it does not break flight. (It 
the base of the diue. it tires on the target until the time trough of the diue is reached. 


Sujooper Probe: 350 


Chapter 5: Training Exercises 

Ihe Strike Force Centaur! Poruered Battle Brmor is the latest in PBH technology. Iherefore, euen though Nikola ap lo is the leader 
of the SFC. he still needs to run through a basic maneuuering/iueapons certification test before he-^/flr^can begin the current 
tour of duty. 

you start the game in your quarters. Feel free to moue the cursor ouer the computer terminal to brush up on SFC personnel, PBH. 
ineapons. flSFs. etc. You'll also luant to check back here after each mission for the latest neuus. 



Ulhen you're done, moue the cursor to the door. Ihe uuords "Exit Room" appear beloui the image, so left-click on the exit. 

You end up in the hallmay. Ihe leftmost Tram door leads back to your quarters, uihile the middle door leads to the briefing room. 
Click on the middle door and you'll begin your PBR certification. 



r 


00 ; 75 



This training mission starts at a small training facility. You begin inside a small sguare area marked off by a yellou) and black line, lllalk 
around inside the box. and luhen you’re ready to begin, leaue the marked-off area. 

This is a good time to go through the PBfl Heads-Up Display, or HUD. 


fhe PDA model HR-S is a sophisticated piece of hardware, and it's designed to deliuer a great deal of information to you luith a minimum of incon- 
uenience. In combat, inconuenience can often mean death. 

You start facing east. Perhaps the most important thing to keep in mind is your situational aiuareness. You need to constantly be aiuare of the 
situation you’re in. including your bearings, luhat direction you’re facing, luhaf terrain surrounds you. mhere your enemies are. uihat their 
firepouier and armor rating is. inhere your sguadmates are. mhat condition they’re in-in effect, euerything that’s going on around you. 


Zoom out 


Compass bar 



Status bars 


Infrared 
Zoom in 


- Jump jet control 


Cursor 


LeftHFD - 
Sguadmate camera - 
Call dropship " 


Mission time 'J 


U Uieuj screen 
h Armor status 
k Ambient temperature 


Right MFD 


Middle MFD 


360’uieu) Recenter map Full-screen map Zoom in 
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(it the top of the screeo is a compass bar. Ihe yelloiij bracl^ets shorn luhat direction you're faciny. Presently, the letter T is 
directly betuieen the brackets, meaniny you're facing due east. 

Directly beloui the compass bar are your status bars. Ihe red bar indicates your health, and the green bar represents the energy 
capacitor charge of your M. fls you use more of your suit's functions, like uieapons and mouement. you'll drain your charge faster 
than your PDD's cold fusion plant can restore it. 

Directly beloiu your status bar is your main uieuiscreen. Ihis isn't an actual uiindoui. but rather a digital image transmitted by your 
suit's cameras. Sustain too much suit damage and you'll notice your uideo image begin to suffer. You can suiitch to a full-screen 
mode by pressing the G key. (Ihe full-screen mode is disabled in the first tmo training missions.) 

Directly beloiu the uieuiscreen is a little icon shouiing uihich uieapon you'ue readied and pouiered up to go. In this case, you haue the 
laser armed and ready. Click on this screen to cycle through your uieapons. flctiue elements of the display, like buttons and toggles, 
haue an online help function, leaue the cursor on the button and a little description of the button pops up. 

fit the top-left corner of the uieuiscreen are three icons. Ihe and icons zoom your uieuis in and out uihen you click on them. 
Ihe third icon suiitches on your infrared uieuiing system-helpful during night missions or in inclement uieather. 

fit the top-right corner of the uieuiscreen is the jump jet control. Use this for short hops from place to place. 

luio lED displays to the left and the right of the uieui screen display the mission time and the ambient temperature, respectiuely. 

(It the bottom of the screen are the PDfl's multi-function displays, or HFDs. Ihere are three displays, uihich can be toggled on and off 
in full-screen mode by pressing lab. 

Ihe left HID displays the status of your squadmates. Ihere are four buttons around this HID. labeled COHH. SIflI. UIIID. and HflP. 
CDHM brings up the communications menu for your squadmates. You can then issue orders to your squadmates by using the function 
keys. 

fit the bottom-right corner. Slfil shouis the status of selected squadmates. You can see their health and armor status at a glance and 
issue orders accordingly. During your training exercises you haue no squadmates. (Out you mill come to rely on them in the future. . . ) 
DIED! shoms the camera uiem of the selected squadmate. mhile HHP displays the selected squadmate's position on the map. 

lo the left of the HFD are tmo little icons. Ihe blue icon brings up the target camera, mhile the red icon calls the dropship. Ihe target 
camera displays an image of the object targeted by your targeting system. Ihe dropship is called to retrieue you after mission 
completion. 

Ihe middle HFD can display the communications menu, but normally displays the immediate ouerhead map. You are represented by a 
uihite icon mith a small line pointing in the direction you're facing. Squadmates are blue, yellom. and orange, nau points are purple, 
objects that you are locked onto are green, and enemy units are red. Ihere are four buttons belom the HFD. The first button on the left 



is the 360 -()egfee uieiu. Ihe next recenters the map on you. the third button brings up the full-screen map. and the last button zooms in on 
the map uieui. If you bring your cursor to the map and hold domn the right mouse button, you can scroll around the map. left-clicking on 
the map creates a uirtual nau marker for your internal PBH nauigation system, but more on that later. 

Your right HFO shoius the status of your suit's critical systems. Right nouj. it shouis the laser and its operational state. Click on this HFD 
to cycle through to the next PBR lueapons system, fhere are four buttons surrounding this HFD. IDFflPOH brings up the lueapons display-this 
is the default setting for this HFB. STRIDS brings up a display of your suit’s status and pouier plant output. fl.S.F. shoujs your PBR's auxil- 
iary suit function-for the training mission, you'll see that your PBR is eguipped ujith a dynamo. DRONE launches one of your suit's auto- 
mated recon drones. Click on DRONE to find out hour many drones you haue left, and click on the HFD itself to launch it. Ihe HFD then 
receiues a liue uideo feed from the drone. 

Ihe armor status indicator tells you hour much of your suit’s armor is intact. Rs you take damage, the bars disappear and the armor display 
turns from green to yellouj to red. Dlhen the armor is destroyed, the segment turns black. 

Finally, use your cursor to achieue target lock by mooing it ouer an object and right-clicking on it. Hore on that later. Right noui you need 
to get familiar ujith the controls of your PDfi. Ihere's no time to sit around and ponder your classroom lessons uiith enemies trying to open 
up your PDR like a can of Ihatcher sardines. 


MDViig 

You can use the arroiu keys to moue around, but the keyboard controls are probably easier: ID to moue foruiard. R and D to turn left and 
right. S to lualk foruiard. I and C to sidestep left and right, and N to moue backuiards. 

Ihere are seueral means of controlling your PBR. but using the keyboard for mouement and the mouse for targeting seems to uiork best. If 
you cross the yelloui/black line, you'll get a message to proceed to the firing range. Place a nau marker there by looking at your middle 
HFD. fi purple box indicates the firing range area, left-click on that box uiith your cursor. 



II display pops up. tGllinq you that you'ue just placed a uirtual nau marker, uitiicti stioujs up on your display as a yellouj pyramid. 
Your compass nouj has a purple hash mark indicating the general direction of the nau marker. ISguadmates appear as blue, yelloiu. 
and orange hash marks and enemies shorn up as red hash marks.) Turn until this purple hash mark is directly in the middle of the yel- 
lou) bracket and moue foriuard. You can see the pyramid on your display, houerinq ouer a slightly raised platform. 



Climb on fop of the platform and you receiue another message from your instructor. Test-fire each lueapon in your PBH. fire by mouing 
your cursor from the control area of your display to the uieujinq area. The cursor goes from red to green. To fire, left-click ruhen the 
cursor is green. The laser can be fired in a continuous beam by holding doum your left mouse button. Houi suiifch ujeapons by either 
clicking on the lueapons status icon or the right HFO. Fire aiuayl Notice that the mulfipulsar fires seueral beams, increasing your 
chances of a hit. Unlike the laser, the multipulsar is a pulse meapon. uihich means there's a slight recharge time betrueen blasts. 
Other lueapons can be fired continuously ujith no perceptible recharge time, such as the railqun and ionic fusion rifle. Grenades can be 
launched three in a rouj. after mhich there's a pause uihile the launcher loads the next three. 



Ihere are tiuo crates in front of you. Houe your cursor ouer one of the crates and right-click to lock onto the target 



Ihe display changes-the target is surrounded by green bars, indicating its armor leuel. and belouj the target is a status bar shouting its 
ouerall condition. Displayed to the right is the name of the target, its distance in meters, and your locking status. 

Nouj fire. Hote that uihen you're locked on. your cursor doesn't haue to be directly on the target-it just has to be close by. Fire auiay at the 
first crate, but use a different yueapnn to destroy the second crate. lUhen you'ue destroyed both crates, phase 1 of the certification missions 
ends and a mission debriefing screen appears. 



[ach button on this debriefing screen has a purpose, luhich mill become more meaningful as you enter hot combat zones. Ihe button 
that reads H. ap lo: OK brings up a status display for you and your entire PBII. lotal Kills measures the kill tally for you and your 
sguad. lime giues you a brief mission summary. This screen also tells you uuhat mission objectiues you haue accomplished. Click on 
the Init button to leaue this screen and return to your guarters. 

Back at your quarters, you can click on the top of your bookshelf to SflUE/LOflB a game. Bo so. and then saue this game by selecting 
one of the unused slots uiith your cursor and left-clicking on it. You are prompted to giue a description, so enter something like train- 
ing 1. Houe the cursor to the bottom of the screen so the display reads BflHE and left-click to return to your quarters. Leaue your 
quarters and reenter the base to return to Mission Briefing. You may luant to check out the kill board in the main halluiay and see houi 
your comrades are doing against the Hegemony. 

Maneuveriig and Slooting 
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Hote that there are four categories of configurable options under each team member's name: Suit fype. Left Hrm Uleapons Slots. Right Rrm 
Uleapons Slots, and RSF. You can also reuieuj personnel and examine suit specs, uieapon specs, and flSF specs. Ihere are also tujo buttons 
to repeat the uideo or tent briefing, in case your short-term memory fails you. 

Click on each ujeapons slot to select the lueapons system for that slot. Ihe RR-5 Standard Suit is the only auailable PBR for this mission, 
and each arm can carry no more than tioo uieapons systems. Right noiu the only tuuo auailable are the laser and multipulsar. Ihere's 
uueapons redundancy not because you can fire all four weapons at once, but because uieapons systems can become damaged and inoperatiue. 
Rnd uiithout uieapons. you're just a sardine can uiaiting to be peeled open. Ihough the laser and multipulsar don't do a uihole lot of damage, 
that's all you haue for noui. fhe RR-5 is neui. and our engineers are uiorking to adapt uieapons systems to it as quickly as possible. 

fhe RSF is the autoturret, and this button is red because this particular RSF selection is mandatory for mission success. 

Ulhen you're ready to begin, click on Outfit Complete to start the mission, fhis time you're actually going to jump, landing someuihere 
north of the training base. Houe your cursor to the middle HFD. hold douin the right mouse button, and drag your mouse to moue the map to 
the south, left-click your mouse ouer the Entry area to place a nau marker there, and moue out. Remember, match your compass bar to see 
uihich direction you should moue to get to your nau marker. 

Remember, your uieapons are still pouiered douin to simulation leuel. so you uion't be able to destroy anything, including the uiildlife. 
Houe to the Entry nau marker and you get a message telling you to launch a drone and moue it to the location marked Combat Area. 

Click on the right HFD button marked DROHF. You can select a destination on the right HFD drone map for the drone, so go ahead and left- 
click on the Combat Rrea. Ihe drone goes to the area and makes a circular patrol of the location until you recall it. You can also manually 
control the drone by using Ctrl and the arroui keys tor ID. R. D and R]. Hole that the Combat Rrea is a uialled-off location uiith automated 
turrets. 

Recall the drone by clicking on the Recall button in the right HFD. 

Proceed to the Staging Rrea. Place a Nau Harker there and head touiards it. R mall stands in the may. lo get ouer it. you'll need to use your 
jump jets. Press the space bar to jump into the air. Ihe jump jets are not directional, so you need to haue some momentum in the direction 
you're jumping. In other mords. get a running start. Houe tomard the mall by pressing and holding the up-arrom or ID key. then press the 
space bar-but don't hold it domn for more than a half-second. If you get too high into the air. your formard momentum mill carry you ouer 
the entire staging area. 





Notice that the turrets lock on to you and fire as you approach. Houi's a good time for an important lesson: Nnouj your uieapons. 

(It a distance of 112 meters or so. you remain out of turret range-but the turrets are also outside your laser range. Siuitch to the 
multipulsar, lock onto the turret from a safe distance, and start firing, fhe damage is simulated, but uihen the bar beloui the locked 
target turns red. the turret is deactiuated. 

Ihe building to the south is uihere you need to plant your PBH's (ISF-the autoturret. Lock onto the training base building and get 
close, uiithin 30 meters or so. Click on the right HFO's IlSF button to bring up the IlSF control screen. Click on the Drop lurret button 
and match the autoturret raze the building. 

Horn the dropship arriues to pick you up. Create a nau marker on the map position marked "Pickup Point" and head there, you'll need 
your jump jets to leap ouer the malls. 

After the briefing you're returned to your guarters to mait for your first real mission mlth Strike Force Centauri. Your personal termi- 
nal should be blinking, indicating that you haue nem mail. Hake sure you read it. . . And don't forget to saue your game betmeen 
missionsi 
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Missiin 1: Nikola vs. The Pirates 


Operatiin CannoibaH 

you receiue your first briefing from HacPherson. Ibis is a starter mission, so you'll find the opposition relatiuely light. 

Pirates haue been plaguing the clans recently, and the latest threat is a small string of pirate outposts near Engle Steading, from these 
launching areas, pirates haue been attacking the food production facilities-farms-in the area. Ihe drop-off point is south of the pirate 
station. 
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Opponents: 3 pirates armed uiith tight lasers. 

Hission Objectiue: hill all pirates. 

your default suit configuration is fine. Ihe nein addition from your certification enercises is the smoke grenade, mhich is merely a 
defensiue measure against beam uieapons. You get some parting aduice from your Commanding Officer. Illhen you're ready to jump into 
the fray, click on Outfit Complete. 



You land just to the southeast of the pirate luaystation. Suuitch to your multipulsar ujeapon by clicking on the lueapons icon just 
beloin your uieruscreen. and place a nau marker at the pirate inaystation by left-clicking on that area on the map. 


Strategy and Solutions 

Press the FIO key to actiuate the sensor range display on your middle HfD. fhis shouts you the effectiue sensor range of your suit. 
Scout polls haue a greater sensor range, but that's another mission. 

Go to the crest of the hill. Look doiim at the pirate building and zoom in by clicking on the icon at the top-left corner of the 
screen. You may need to look doutn by pressing the it key. There are three pirates in POO patrolling the area around the building, but 
you can see only tuio of them right noin. These are your targets. 


Lock onto them from a distance by mooing your green cursor ouer them and right-clicking. larget information should appear on your HUD. 
Only then should you moue into liultipulsar range. Zoom back out and sioitch to full-screen mode before you engage in combat. 

Remember that before you fire, you need to place your cursor near-but not necessarily on top of-your target. Ulhen you open fire uiith your 
left mouse button, the pirates moue in on your position. Retreat back ouer the hill and uiait for their assault, using the trees for couer. 

Ulhen you're looking up the hill, make sure to adjust your head angle by pressing the R key. 

Ulhen they get ujithin 100 meters, sujitch to your laser by clicking on the uieapons icon or the lueapons display in the right MFD. Ihen open 
fire by pressing the left mouse button. Ulatch the green brackets around and the health bar near each pirate. Hold doum your laser and main- 
tain continuous fire. Pirate PBR technology is far inferior to that of the SFC, but these guys can be dangerous in large numbers. Your I and C 
keys are especially useful because your opponents don't haue great aim. keep mouing so they can't get a good target lock on you. 

After you're done uiith the pirate patrols, finish off the pirate building. This is optional, but it sure is fun. 

Ulhen you're done, click on the dropship icon to the left of the left HFD. Choose option FI to summon the dropship. You can either press the 
FI key or simply moue your cursor ouer the message and left-click, fhe dropship is on its may. 

Go to the dropship pick-up location. Ulhen it arriues. open a communications channel uiith it by clicking on the icon to the left of the left 
HFD. Click on Dpen Hatch or press F2. Ulhen the hatch opens, the mission ends and you're returned to the briefing screen. Hake sure you 
check your briefing reports here. 

Congratulations. You'ue just taken one small step on the Hain Street of Hell. 




Chapter 6: Advanced Tactical Ops 

Itiis is the dduanced tactics chapter, luhere you'll reap the benefit of hundreds of hours of qameplay and insight learned the hard 
may. Ihe best squadmates. meapons, strategies, and mays of exploiting the game's artificial intelligence are mhat you'll find here, 
as mell as tips to get you through tough situations. 

Ihe most important thing you'll need to learn is horn to control your PBH. lo help you to do that, me're going to prouide you mith a 
full chart of keyboard commands. Some commands mill require a mouse, but you'll need complete mastery of the keyboard. 


leibiard Goninil CM 


Options Screen 

0 


Houement 

W 

Run formard 


0/ 

Turn left 


S 

yjalk formard 


0/ 

Turn right 


1 

Sidestep left 


C 

Sidestep right 


K/ 

Houe backmards 


Space bar 

fictiuate jump jets 

Bounding 

Shift* Imouement key! 


Crouch 



looking around 

B/8 

look up 


0/4 

Look left 


F/5 

Recenter 


F/B 

look right 


m 

look domn 

UJeapons Selection 

1234 


Cycle largets 

T/l 

from left to right 


y/1 

From right to left 

Full screen mode 
Infrauision: 

G 

1 


In/Out: 

*/■ 


MFO loggle: 

lab 



Milti-Functioi Displiys 

Cycle through left MFD ISquadmates) 
Fl-Houement 


FZ-Formation 


F3-Fnqagement 


F4-RSF use 


F5-Special orders 


m 

FI 

F2 

F3 

F4 

FI 

F2 

F3 

F4 

FS 

F6 

F7 

FI 

F2 

F3 

F4 

F5 

FI 

F2 

F3 

FI 

F2 

F3 


Moue to a specified locatioo 

Follou) you 

Stop 

Go to the oau point 
Rush 

flggressiue attack 
Cautious aduance 
lake couer 
Retreat 

Rssume battle formation around you 
Hold present position 
Rttack your target 

Rttack the target designated on the map 
Fire at mill 

Return fire if fired upon first 
Cease fire 
Use RSF at mill 
Do not use the RSF 
Use the RSF immediately 
Place charges Idemolitions) 

Detonate charges (demolitions) 

Place charges on mission target (demolitions) 


FG-Close communications 


Cuter MFD 



Recenter the map on you 

H 

360° uieui 


D 

Full-screen map 


M 

Display squadmate names on map 

FD 

Displays sensor ranges 

FID 

Display selected meapon's range 

Fll 

loggle Mission Information 

F12 

2oom in/out on the map 

>/< 

RiOht MFD 



Cycle through right MFD 

]/0 

Drone control 


CtrUlmouement key] 

Cause the drone to gain altitude 

Ctrl^Pg Dp 

Cause the drone to descend 

Ctrl*Pg On 

Recall the drone to your PBR 

Ctrl+Home 

Coiiiilcatliis Hotkeis 


Rlt*fl 

Rggressiue attack 


Rlt*C 

Find couer 


fllt*0 

Cautious aduance 


RIM 

Assume formation 


RMH 

Hold fire 


Rlt^M 

Follouj me 


RMH 

Go to nau point 


Rlt»P 

Go to pickup point 


RMR 

Retreat 


RMS 

Status check 


RMT 

Rttack my target 
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Steps to Victory 

Ihere are almays many different paths fo uictory. and the most obuious is to outqun your opponent. But since the SFC is relafiuely small in 
comparison uiith your enemies, you mill need to think strategically. 

You can adjust terra Noua’s difficulty leuel from the Options screen by pressing 0. It you play at any leuel higher than the default setting, 
don't enpect to just made into a melee and suruiue. 

Ditticulfy leuels affect seueral factors, like your enemies' accuracy, the higher the difficulty leuel, the more accurate the enemies get. the 
lomer the number tor accuracy and tire rate, the better their aim becomes and the taster they tire. 



Leuel 

Leuel 

Leuel 

Leuel 

Leuel 


1 

2 

3 

4 

5 

Enemy accuracy 

140 

100 

70 

50 

30 

Enemy meapon damage 

00 

100 

140 

175 

200 

Mikola's tire rate 

120 

110 

100 

05 

00 

Enemy tire rate 

140 

100 

70 

50 

30 

Enemy armor 

00 

100 

100 

100 

110 

Enemy hit points 

00 

100 

100 

100 

120 

Energy recharge 

100 

100 

100 

100 

00 

Squadmate armor 

too 

100 

100 

130 

too 

Squadmate HPs 

100 

100 

100 

130 

100 

In the higher leuels, gour squadmates' armor and hit points are adjusted up to help them better suruiue. their 
accuracy remains unaffected, hoiueuer. 
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Ihere are many different mission types requiring careful thought as to tactics, eguipment. and sguadmates. These are the mission 
types you mill encounter: 


Hass killing 

Hill all enemies 

Assault 

Hit a target Hike a base) 

Suruiue 

Get out aliue! 

defense 

Saue target 

Betrieual 

Capture target unharmed 

Tmo-part assault 

Turn targets 

Beconnaissance 

espionage 

Bepair and rescue 

Self-enplanatory 


Carry a Bi| Stick 

Terra Houa giues you a huge selection of meapons and options, but your PBfl only has 4 lueapons slots. You can easily run out of 
ammunition or take damage to your uieapons systems. Hot all meapons and lISfs are created equal. Here's the loiudouin. 

Nuitjpolsar 

You definitely uiant to configure your sguad ujith multipulsars early on. This meapon has a long range and a tuide spread compared to 
the laser. 

laser 

The laser should be used uihen you get in a knife fight, or combat at close range. Its continuous fire alloms you to pick apart enemies 
easily just by holding douin the trigger. But uihen you get a grenade launcher and master the sidestep, you'll probably stop relying on 
the laser so much. 


Iheriaal Disraplor 

Sounds good in theory, but this uieapon isn't particularly useful compared to uieapons like the particle beam. 


Me Fisloi Rifle 

Hot d bad uiodpon, but its iiiDitod range makes it a backup to the particle beam, at best. 




Mile liyers 

If you haue a mission such as destroying trucks, this lueapon is okay. 


Partiele Real 

This is the fauorite of 24th-century killers. Range, punch, limitless ammo-should be a default selection on your PBRs. find your sguad- 
mate's PBRs. too. 

SIR Mark IV 

Limited range. Still, if you get jumped by a mob of unfriendlies, one of these mill clear the room. 


Snile Rreoade 

Rbout as useful as a Christmas tree ornament. Uiait until you get explosiue grenades before you take along a launcher. 

Eleetrinaiietlc lEM) Rreiade 

These are pretty useless too. except in missions uihere you need to auoid the enemy at all costs. Remember that the EM grenade must 
explode uiithin the range of your energy sensors Ithe outer circle). 



male 


Hoid iDe're talking. lake tuio of these along and arm your squadmates accordingly to lureak some hauoc. Just remember that all 
enplosion damage is maximum at ground zero, dissipating to zero damage at the blast radius. 


Missile launeker 

Ihe missile launcher has excellent range and does a lot of damage, fhe short ansujer: lithen in doubt, take one along. 


Rsilgun 

Ihe railgun is a decent ujeapon and can be useful luhen you're retreating and you need to conserue energy for fhe jumpjets. 


Mageetlcllallistic IMBI Caiisi 

!his\^ fhe real deal, capable of inflicting a tremendous amount of damage on fhe enemy. The MB cannon appears late in fhe game, but 
it's ujorth the cuaif. 



i 

i 

i 

i 

i 

i 



Miscellaneiiis Eqiipmeit and ASFs 

you can't just leap in. blasting acuay. and expect to suruiue. It's irresponsible to yourself and to your teammates. The folloiuing 
items mill aid in the formation of your battle strategies. 


Droies 

Best used for recon. You can also use them at fhe end of a mission to scour the area for the last fern enemies. The life you saue might 
be your oiun. 


Dyiani 

Ihls is useful al the begineieg of fhe game, but should be retlaceil uiheo gm haoe more poiueoful lISFs later le the campalgo. 


Jinp Jet Bolster 

Hot necessary unless you expect to do a lot of retreating! 


Repair Pack 

If you bring along a repair specialist ujho's carrying one of these, you uion't need to bring a uniuersal backup. 


Demolitions Pack 

(I demolitions specialist luith one of these can destroy buildings and lay makeshift mines for your opponent. 


Aatadoc 

Since there is no medic, the autodoc can be uery useful uihen you experience casualties. 

Bnhersal Backip 

Dery useful, second only to the personal shield. This mill replace any item that's damaged in combat. 


EMP Dampener 

Probably a good choice for missions inuoluing stealth. Otheruiise. you loon't need it 


Mint layer 

Useful. M it’s a one-sW deal, anil enemies can delenate tliem from a distance. Use an autetorret Instead 


Persiial SMeld 

lemlrei t uiitti a bullet lllteralli{] for the tOth uieeb in a rum. the personal shield Is one of the hesl-if net /Aebest-HSFs pu can lake 
along. 


Iitelerret 


Looks spiffy and can sloiu doion and/or damage enemies that are chasing you. II squad equipped uiith autoturrets can plant enough 
firepoiuer torazeatouin. 



EipladODraie 

Ihese pack a ujallop and can really annoy your opponent. 

Some PBi) aduico; In the second half of the game, uihen things get tough, almags take the heavy 
PBH suit-euen if you bring a recon specialist, outfit him or her uiith a heavy suit. Its extra pro- 
tection mill come in handy. 


Play Hardto-Gal 

Using a PBH in combat is like sujimming ujith sharks-you'ue got to keep mouing or die. To come out of a battle in one piece, you'll 
need your PBH's ability to bound, fly, and shoot. 

Bounding means taking a running leap for each step and hitting the jump jet control uery quickly. It’s faster than running, luithout 
masting energy on your jump jets. Plus, the faster you moue. the harder you are to hit. (Of course, it's also harder for pto hit your 
target if you're jumping around... but that's your job. isn't it?) 

Be careful uihen bounding-you can accidentally charge ahead of your squadmates. Don't uiander into a fire zone and get your butt 
kicked uihile uiaiting for your squad to catch up. 


00:S5 


filthouqh jump jets are crucial for mouing quickly, remember that they aren't directional, fou' ll need to take a running jump in the direction 
you're headed, fry bounding forujard. then hitting the jump jets-you'll sail and keep your forward momentum. Of course, you ll need to 
saue your energy if you uianf to stay airborne, because jump jets use up a lot of juice. 

CflMBni IIP: If mo kllP MOIG, flli'll illll IHl GIlllllllllS INI IXPIOSIVI WlflPllllS OfllNi PIIWN IlN fllll. 1 IIP PWPf M 
PRlfROHieiPSUPlllSSOPWWllll. 

liJhen you're in the air you're not only hard to hit. but you're in a good position to hit back. Look doiun and fire aiuayl Projectile firearms 
are good air-to-ground lueapons because your effectiue range is increased-you can hit any target you can see. euen if your PBH targeting 
system says it's out of range. 

You can't really tail enemies because they can turn quickly, but you w/? surprise them. In fact, the game's artificial intelligence has built 
in a surprise factor of betiueen .5 and 3.0 seconds. You need to make sure that you use your PBfl's zoom function to take a good look 
around. Infrared uision makes a PBH stand out; mouement should also dram your attention. 20th-century fighter pilots had a saying: "Lose 
sight, lose the fight." You need to maintain situational amareness-knoiu ujhat's going on around you all the time. 

Jump jets prouide a uery effectiue "hasty retreat"-by getting a bounding start and hitting the jump jets, you can moue quickly out of a fire- 
fight. Ihe game's HI keeps the enemy on the ground; euen your squadmates can't follouj you mhen you're bounding. 


Get Organized 

You need to pick your ujeapons carefully, but it doesn't end there. You should arrange them in such a luay that you can jump from meapon to 
uieapon mhen you press the 1 through 4 keys, aliuays auiare of ujhich uieapon you're about to use. You don't uiant to press 4. thinking it 
mill bring up the rapid-firing laser, and instead haue to mait for your grenade launcher to actiuate. 

If you rely on your mouse for control, clicking on the meapons icon mill cycle through the meapons sequentially. It makes sense to arrange 
your meapons so that you moue from your appetizer to the main course. Your first meapon should be long-range, like the multipulsar. Your 
next meapon might be your main course, like the grenade launcher or the laser, fls the enemy approaches, a simple click brings up the next 
logical meapon. 

You should also bring along the right squadmates for the job at hand, fls a rule, consider taking as many meapons specialists as possible. 
Sarah lllalker is an excellent shot and is almays the best choice if auailable tsometimes other squadmates are on assignment or injured from 
a preuious sortie, and therefore not auailable). Ihe main hall at the SIC base has a kill board: get a feel for your squadmates uarious com- 
bat abilities. 


00:35 



[lectronics specialists are only good for missions like repairing a telescope or helping to reactiuate a malfunctioning PBH. On the 
other hand, demolitions experts are good for a number of reasons-they can demolish targets quickly, and they can mine roads. 

(1 repair expert isn't a bad choice either. That may you can use an autodoc at any time and haue your POD repair specialist fix up your 
armor. 



len your squadmates reach critical damage they "euac." actiuating emergency jets in their PBfIs that launch them mell clear of the 
combat. Ihis fiction is necessary because there are certain characters mho cannot die: if they are "immortal." they are deemed to 
haue suruiued euac. If not, they die. fither may, they’re out of the combat. Bemember that if you mant to maximize your prestige you 
can take these "immortals," but they can get hurt and be unauailable for the next mission. 

Generally your squadmates are uery good about folloming orders, but they sometimes get too enthusiastic and engage too many ene- 
mies at once. It helps to giue them personal shields or autodocs and order them to use their flSfs at mill. Or better yet. giue them 
careful commands to mithdram or hold their position so you can assess your next moue. 


Attack 

One of the prime tactics you'll need to learn is horn to snipe at your enemies mith the particle beam. This is the meapon of choice at 
tougher leuels because of its long range and damage potential. Its the enemy gets closer, you can keep pounding them and smitch to 
another meapon. like the grenade or missile launcher. IThe particle beam is not as effectiue on airborne targets, homeuer.] 

This is mhat makes the multipulsar uery effectiue early on in the game-it has much longer range than the laser. Pirates and pirate 
captains are easy targets. 

Haneuuering is a key tactic in the game. Try this tactic: leap into the air mith your jump jets, use the II key to look domn, and open 
fire on a targeted enemy or lob grenades domn on their unsuspecting helmets. This is a uery effectiue maneuuer because your enemies 
tend to stay on the ground. Your main airborne threats are the armed drones. 

SIIIGY IIP: 111 ClfUl il III illCI "fllilty fi" IN YM SIIIBMIIIS. Yll SIT III IN fllilllN: If Yll IIN 
INTI lirill 111 IN fllHIIllN. Ylll SIIIIMIII!! Will III Yll IIIN IIIINI II IIN IN IIINI II Yll Wil Yll fill IIVl 
IHINlNIHNIIIIlllllliT! 



Bon t just back up to retreat-if you get stuck on a tree, you mill stop mouing and get pounded by your pursuing enemy. The best may 
to retreat is to back up and sidestep at the same time. 

Ind use couerl lllhile you're running, trees can be effectiue. although they tend to get uaporized by meapons fire. Try to auoid using 
buildings and ships for couer, because meapons fire seems to be able to pass through the sides of these objects. Hills are the best. 


Ducking behind hilltops giues you a chance to reload your grenade launcherls], and the enemies don't jump jet uery often to get a line of 
sight on you. 

Don't be afraid to try some unorthodoK maneuuers or approaches to a mission. For example, you may uiant to take the long may around to 
get to a less heauily guarded side of an enemy base. It takes patience, but it's often luorth it. 

If you jump ouer enemies, they'll stop because you're mouing in another direction-as they turn around, pound them. Or if you need to 
retreat, turn a bit to the left or right of your enemy, bound, then jump-jet as fast as you can. four enemy mill be stuck in a turn. IDhen you 
land, start bounding as if your life depended on it. Decause it does. 


If you haue a number of targets close by and you don't haue a target lock, you'll miss most of the time. So mhateuer you do. esMsfu 
tsrget lochs soon ds possiblB\ fhe only exceptions to this rule are meapons mith ranged damage, like grenades and missiles. Uisually line 
up a mouing target and lead it out-that is. fire in front of it so that it runs into the projectile. 

Strafing, or mouing side to side, is another uital tactic. Haster it. fry sidestepping and bounding by pressing Shift«^D at the same time. 
You'll bound left mhile turning right Itomard your opponent). Of course, you'll manf to open fire mhile mouing; your target mill find it hard 
to get a bead on you. 


■lit anil Switct 

Hnything can happen in a firefight betmeen your squad and three or four enemies: you run the risk of friendly-fire casualties, and things can 
get out of hand at the higher difficulty leuels. So you need to learn horn to bait one or tmo enemies to attack you. take care of them, and 
retreat to let your armor regenerate. You can then go on and take on the next round of enemies. 

fhis tactic is especially useful on solo missions. You can't just run in and take on fiue or six enemies by yourself, so learn to stay on the 
periphery and dram out one or tmo foes at a time. Ihe game becomes a lot more fun at higher difficulty leuels. although lUorld Ular is a 
challenge for anyone. 



BBSS Everjoie BroHi 

Again, at easier leuels, you don't need to giue your sguadmates much direction. Just make sure they take the right tools for the job. 
fry outfitting them ujith turn or three grenade launchers-SFC launchers can fire saluos of three grenades in rapid succession, luhich 
can destroy most foes in the first half of the game. 

But you will ujant to giue your sguadmates the command to break formation as soon as possible. Otherujise their tight formation 
around you mill lead to friendly grenade or missile fire, fry giuing an Aggressiue or Cautious Attack command as soon as you land. 


Assigning the right ASF is as important to yourself as to your squad. liJhen the autodoc. uniuersal backup, and personal shield become 
auailable. take them. After the better ASFs materialize, you'll luant to bring along a repair specialist for any field repairs. Aepair spe- 
cialists are more useful than the uniuersal backup because your squadmate can fix meapons. mhereas the ASF only repairs suit func- 
tions. 

If you fake repair specialists, keep them out of the fray-fheir fighting skills are probably not uery good. Giue them sniping uueapons. 
like the particle beam, so they can participate in a fight from a safe distance. 

Aemember. tactics for each mission mill depend on your terrain, goals, missions, and, of course, opponents. There's no one right 
may to do anything. For example, some players prefer to place soldiers around a target and then close in. and some like to haue 
eueryone charge in as a group. The toughest missions are mhen soldiers can't be lured amay because they're defending something. 

This requires some innouatiue tactics and sharpshooting. 

CIIHBAI TIP; 1 HIST iY TO OFT li OF SIGOT 00 ON FNFMY IS TO dOHP dlT. 

Enemy Al is relatiuely simple. The enemy can figure out mhefher they're outnumbered. If they haue superior numbers, they mill rush 
you. But if they're outnumbered, they may run. try to hide, or rush you anymay. As you can see. communication among your enemies 
is relatiuely limited. Still, they try to run fomard your last-knomn location based on their sensors or uisual confirmation. If you're 
not there, they do one of three things: guess mhere you are and follom. moue in some random direction, or return to their original 
position. 

Your sguadmates haue better Al. If you retreat, they try to follom you. Exploit their Al by giuing orders like "hold position and open 
fire at any enemy that comes in range." 

Combine this mith unusual tactics. For example, if you need to send a squadmate into an area to set demolitions charges, try pelting 
the area mith smoke grenades first. Thee use missile meapons for approaching enemies, mho mill find their omn energy meapoes use- 
less. 


Prestige 

Prestige is uery important in terra Houa. You start luith a base prestige of 10 points, and each mission adds or subtracts from this total. 


Primary mission objectiue completed 
Secondary objectiue completed 
lertiary objectiue completed 
Each easy/uery easy opponent killed by player 
Each auerage/tough enemy killed 
Each uery tough enemy killed 
Each enemy killed by squadmate 
Finished mission in less than "par" time 
Each squadmate unconscious at end of mission 
Each dead squadmate 


*20 

*12 

*0 

*1 

*2 

*3 

*1 

*3 

-6 


In addition, each mission has a perfect score-all objectiues completed and all enemies killed by the player in less than the "par" time. 
Prestige is then aiuarded as folloius; 


Player's Score 

05-1 00% of man score 
05-04% 

75-04% 

05-74% 

55-04% 

45-54% 

35-44% 

25-34% 

Belou) 24% 


*5 

*4 

*3 

*2 


-2 

■3 
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Heddls are aiuarded throughout the game: 

■ [8fitMi [foss. Huiarded for being mounded in action and still completing the mission. Ihis mill probably be your first 
medall 

■ Porthos Mf. fimarded if you're mounded in action and perform euceptionally. 

■ OBuofi HeM for Mor. (Imarded for conspicuous excellence in completing mission objectiues. 

■ llenetio Stor. (Imarded for consistently lorn sguad injuries and casualties. 

Ill Pouj Hope laoce. For seruice aboue and beyond the call of duty. (Imarded if liif; saues all of Haggle's family. 

H Metier Hegls. Thatcher’s aboue-and-beyond. (Imarded if the Heg satellite and cannon are talren out. 

■ Stocktoo [loster. (Imarded for consistently outstanding performance that acts as an example. 


Cleats 

There are no cheats in this game. The deuelopers decided to auoid the Doom approach to shortcuts. There /is at least one Easter egg, 
though... 




Chapter 7: The Missions 


Ihis chapter prouldes a complete mission breakdomn for lerra Hooa. For each 
mith enemies highlighted, strategies, recommended sguadmates and equipment, 
euerything you need to uiin. 


there's a complete list of enemies, a tactical map 
technology introductions, and backstory-just about 


II; iHi miHrii imiiiiiHi mm § is eiviN m pimiiiiiisis nixi id i siDDmii mission ndhoid 
mils MOYMHKIDSI Dll 


MISSION 



OPERATION 

CANNONOAll^ 


Story: Your introduction to Strike Force Centauri is a little amkujard-y our brother plays on you. telling you that Commander 

HacPherson is to meet you in Ihe lllreck. a bar in the ol^ffig;3liFansport ship. Skl^^Kp|Mnajes MacPherson and orders 
you to drop and giue him 20 push-ups. You folloui ordei^^^^tei time for the real HacPherson tocome in. 



Hission briefing: Ihis mission is straightforuiard and ea . you're to take out pirate sentries and the looking touier. 



3 pirates: 

Pilot Strength: 100 
Armor 7o: 100 
Energy X: 100 
Pomeryo: 100 
Cooling %: 100 
JJetFuel: too 
JJet IhrustX: 100 
Uleapons: 

Pirate particle beam 
Pirate pulsar 

Pirate operations post 



WSSsxm.isM 


nn inj 
uu:iUL 




m iJKmtJWie 



Hission Summary: 

Pirates-3 

Uetiicles-0 

(lircraft-0 

lnstallafions-1 

UJeapons-0 

Recommended configuration: Just you. uiith multipuisar, laser, multipulsar, laser, and dynamo. 



You'll see the uiaystation uihen you drop. Head straight for the pirate uuaystation; ujhen you crest the hill, about 135-140 meters 
from the uiaystation. you'll see tuio sentries-use your PBR's zoom capabilities if need be. Suiitch to your multipulsar and start snip- 
ing at them. Rs they approach and open fire, start backing douin the hill and uiait for them to crest: open fire uiith your multipulsar 
again and finish them off. 



The sole remaining pirate shouldn't be much of a problem. Use the multipulsar again to finish off the uiaystation uihile you haue the 
chance. You can also try circling around the uiaystation and attacking from the north-that may you only haue one pirate to engage 
first, before the other tmo attack you. The hills around the maystation prouide good uantage points. 


Go to the pickup point mhen you'ue finished here. 
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Story; You're eKaminjng your PBH loheo Maggie McCulloch interrupts you and asks aboot ;your pirate raid. You tell her about pirates attacking] 
your farm luhen you mere 10. killing your parents and forcing you and your oldef broths Brandt to^match. You picked up your father's rifle ' 
and emptied it into the pirates. Maggie makes a remark about her son being IQ/andt then Brandt barging in. Sibling riualry and the 
resulting tension are interrupted by MacPherson's call to briefing. 


Mission Briefing: Pirates haue taken the Cameron 
cargo or ships. 


13 pirates: 

Pilot Strength: 100 
Armor 55: 100 
Energy %. 100 
PouuerJS: 100 
Cooling 7o: 100 
JJet Fuel: 100 , 

JJet Thrust X: 100 
llleapons: 

Pirate particle beam 
Pirate pulsar 

4 Buildings at the Cameron Locks facility 


2 Pirate lookout stations 


MISSION 


OPERATION 
PANAMA ► 


Mission Summary: 

PBfls-13 

Pirates-13 

Uehides-0 

flircraft-O 

Installations-? 

Uleapons-fl 

Recommended configuration: You and lUalker. both ujith the default loadout of laser, multipulsar, laser, multipulsar, and dynamo. 



Rbout ]?0 meters to the f/Sl of your drop point is one of the true pirate lookout tourers. Approach it and lock onto one of the turo 
pirates guarding the tourer. Get it urithin range of your multipulsars, jump into the air. and open fire. You should be able to soften one 
of them up before they charge you and Uialker. The turo of you should easily take care of these turo sentries. 

Another tourer is to the H/ttl of your drop point, urith another turo pirate sentries. Use the same tactic to snipe off each sentry. 

Approach the locks. Ihree more pirates are uraiting on the east lock, but as you approach that lock from the south, your uantage point 
at the top of the hill should giue Uialker an excellent position to pick them off. luro pirates are on the east lock, and should be easy 
pickings for you. 

mU\ IIP: Hi A All AlIHl lAAAAlNIS SA YAAA AAMAA AAN AIAINIAAII. 


Send a drone to the little peninsula just north of the station area to see urhat's uraiting for you: the last three pirates are in this area 
Moue in and use the multipulsar to finish them off. 
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MISSION 


[0 


OPERATION 
EAGLE EYE^ 


Story: Itie troops are conceroed about HacPherson's 
tender makes an offhand comment about the Petrousk grenades 


Hission Briefing: This is a scouting mission, and you uj 
pirate base and get a target lock 


Heuj technology: Scout suit. IM 


Pilot Strength: 
Armor 100 
Energy 100 


Cooling 100 
JJet fuel: 100 
JJet Thrust %. 
Uleapons: 
Pirate 
Pirate 



Pirate 

Pilot Strength: 100 
llriTior7o: 100 
[nergy7o: 100 
Pomery.: 100 
Cooling X: 100 
JJet Fuel; 100 
JJet Thrust 7o: 100 
Uleapons: 

Pirate pulsar 

Pirate storage facility 
Pirate depot 
Pirate tourer 
Pirate depot 
Pirate operations post 
Pirate barracks 

Mission Summary: 

PBIls-11 

Pirates-11 

Uehicles-0 

(lircraft-0 

lnstallations-6 

llleapons-O 

Recommended configuration: Just you in a scout suit, mith an CM emitter and multipulsar. 






lake the path outlined on the map from position I to 5. inhere you should haue a good uantaye point. Press F10 to yet your sensor radius, and 
fire the EH emitter ahead of you to scan for enemies. You must auoid detection to get a manimum rating on this mission! 

Ihe crates are in the middle of the pirate depot, so you may not actually haue lOS lline of sight), but your targeting computer should pick 
them up. fry right-clicking around the base: you should be able to get a target lock on the crates from your position here. 



LOCKED 


niNinRL DP JECTIME: DET ID LOCK DN 5TDLENjF£TKDy5jy 
CRRTE5 MM CDnPLETE 

EXPECTED DP.IECTIME: RMDID. DET^TIDNU.: ™ INCDHPLETE 




TRRGET CHhERA 




En EniTTER 

■|5E |f 

IDDX 

[va RHnO COUNT = 3G 


Be careful, because a patrol is just out of sensor range to the east Ibut ujithin uisual range; use your infrared sight), lifter that, start jump- 
ing to the pickup point, and your dropship should be luaiting. 




MISSION 


OPERATION 

SNERWOOO^ 


Nission Briefing: You need to intercept the pirate conuoy transporting the Petrousk grenades and stop the trucks before they get to the 
spaceport at Sestao. Deal uiith the armed escort first, then use the terrain to get ahead of the 


5 pirates 

Pilot Strength: 100 
Ormor^i: 100 
Energy X: 100 
Poujer %: too 
Cooling 100 
JJet Fuel: too 
JJet fhrustJJ: 100 
llleapons: 

Pirate particle beam 
Pirate pulsar 


Pilot Strength: 00 
Armor 7o: 00 
Energy 00 
Pouier 00 
Cooling 100 
JJet Fuel: 100 
JJet Ihrust?^: 100 
llleapons: 

Pirate pulsar 
Pirate pulsar 


Pilot Strength: 100 
Armor 7o: 100 
Energy 100 
PoiuerX: 100 
Cooling %: 100 
JJet Fuel: 100 
JJet IhrustX: 100 
llleapons: 

Pirate pulsar 
Pirate pulsar 


Pilot Strength: 40 
Armor %-. 50 
Energy %. 70 
PoQjer %: 50 
Cooling %: 100 
JJet Fuel: 100 
JJet Ihrust %: 100 
lOeapons: 

Pirate particle beam 

Pirate pulsar 


F 




10 Captains 

Pilot Strength: 100 
Rrmoryo: 100 
[nergyX: 100 
Pomer7o: 100 
Cooling^: 100 
JJetfuel: 100 
JJet Thrust 100 
lOeapons; 

Pirate pulsar 
Pirate grenade 
Pirate particle beam 

4 pirates 

Pilot Strength: 100 
Armor %: 100 
Energy 100 

Pirate houercraft 
Energy 7o: 100 
Pouter 7o: 100 
Armor %: 100 
lOeapons: Hone 

Pirate truck 
Energy %: 100 
Pouter X: 100 
Armor X: 100 
llleapons: Hone 


Pirate truck 
Energy X: 100 
Pouter X: 100 
Armor X: 100 
lOeapons: Hone 

Pirate transport 
Energy X: 100 
Pouter X: 100 
Armor X: 100 
llleapons: Hone 

Pirate transport 
Energy X: 100 
Pouter X: 100 
Armor X: 100 
llleapons: Hone 

Hission Summary: 
PBAs-23 
Pirates-13 
Captains-10 
Oehicles-3 
Pirate trucks-2 
Pirate houercraft-1 
Aircraft-2 
Pirate transports-2 
lnstallations-0 
llleapons-0 
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Recommended configuration: fou and lUaiker, both mith multipuisar, laser, multipulsar, laser, and dynamo 



Ihe road around the intercept point runs betiueen hills, so you can use the terrain to gain some good sniper uieuis of the pirate escort. 

Ihere are tiuo pirates at point R. on your may to the intercept point. Ihey should be easy to pick off. Ihere are also fiue pirates inhere 
the road turns luest. to the south of the intercept point. Ihese pirates need to be eliminated next. 

The conuoy comes from the north, accompanied by six pirate PBRs in uarious states of repair. Try positioning tlJalker on the other side 
of the road so that mhen the conuoy comes you can hit the trailing pirates. Once you hit the pirates, take a fern seconds to regroup. 

You need to stop the conuoy by killing the fiue pirates at the bend in the road, but you should be able to catch up mith the conuoy in 
no time. Ose the multipulsar at long range mhen engaging the second group of pirates. Hake sure that you're locked onto a target mhen 
firing, and mhen your target expires, smitch targets RSRP and continue blasting amay. 

Step in front of the conuoy or run into the lead truck, and it stops after its escort expires. Your mission is accomplished. You can 
check out the spaceport if you like, but be amare that it's cramling mith pirate captains, and you'll haue a hell of a time taking them 
all out. But if your armor is in good enough condition, and lUalker is in good enough shape, you can try positioning her at a static 
location to fire at the captains. They defend the transports and don't come charging after you. 








MISSION 


OPIRAIION 
SEAEULl ► 


Story: Haqqie tells you about her kids: it turns out she luas cauqht in hibernation on an errant transport dyrinq the oriqinal exodus from 
Jupiter, and is actually 232 Terran years old. Pirates raided the stray transport module pnd kidnapped jij^pren. Her story touches you. 
and you uom to help her find her family. 

Mission Briefinq: Pirates haue blockaded Uetter Steadinq, and 

Hem technoloqy: Grenade launcher 

11 pirates 

Pilot Strenqth: 100 
Armor 100 
Enerqyl 100 
PoiuerX: 100 
Coolinq^: 100 
JJet Fuel; 100 
JJet Thrust 100 
Uleapons: 

Pirate particle beam 
Pirate pulsar 


Pirate 

Pilot Strength: 100 
llrmorX: 100 
InergyJi: 100 
Poujer?i: 100 
Cooling 100 
JJet Fuel: 100 
JJet IhrustX: 100 
llleapons: 

Pirate pulsar 
Pirate pulsar 

Pirate houercraft 
energy 100 
Pouter 7o: 100 
flrmorJi: 100 
llleapons: None 


Centauri transport 
energy 7o: 100 
Pouter 7o: 100 
Armor 100 
UJeapons: Hone 

Centauri transport 
energy X: 100 
Pouter 7o: 100 
Armor %: 100 
llleapons: Hone 

Mission Summary: 

POAs-H 

Pirates-12 

Captains-2 

Uehicles-1 

Pirate houercraft-1 

Aircraft-2 

Centauri transports-2 

lnstallations-3 

lOeapons-0 


Recodimended configuraljon; You. UJalker, and Ashford: mulfjpulsar, grenade launcher, laser, grenade launcher, and dynamo for the entire 
sguad. 



Ihere are turn pirates at the pickup point. The other 12 are scattered throughout the blockade area. You can take care of the tuio pirates your- 
self. Send your squadmates around the blockade to the area just east of the blockaded region. 

Position yourself along the roaduiay to the luest of the blockaded area. Ulhen you're in position, giue the command to your squadmates to 
moue in. As they engage the enemy, use your grenade launchers to lay douin a barrage of suppressing fire. Ihat should clean up the mess 
quickly. 

You can also opt to charge in from the luest as a group. Just keep your squad spread out side-by-side, fhe combined fire from your squad’s 
multipulsars and grenade launchers should deuastate the opposition. Aemember. there's often more than one may to skin a cat. . . 




MISSION 



OPERATION 
EAEIE'S ROOSTS 


Mission Briefing: This is the assault on the pirate base, there are sentries surrounding the base, luhich should be t aken oui 
enter the base. lake out the pirates and the buildings, then head to the pickup point. 


Heuj technology: Uniuersal backup 
B pirates 

Pilot Strength: 100 
Ormor^i: 100 
Inergy^: 100 
PoujerTo: 100 
Cooling %-. 100 
JJet Fuel: 100 
JJet thrust %. 100 
llleapons: 

Pirate pulsar 
Pirate particle beam 


2 pirates 
Pilot Strength: 
Armor X: 100 


PoujerX: 100 



2 pirates ' 
Pilot Strength: 100 
Armor ^100 
[nergy?S:100 
PouierX: 100 





li II -Lt 


11 1 MUMHSiJ WT M M I 111 \ W\rWW MMfflin 




Pirate Captain 


Pilot Strength: 100 

Pilot Strength: 100 

Armor %: 100 

Armor 7o: 100 

Energy 7o: 100 

Energy 7o: 100 

Pouter 7o: 100 

Pouter^: 100 

Cooling %: 100 

Cooling %: 100 

JJet Fuel: 100 

JJet Fuel: 100 

JJet Thrust ?l: 100 

JJet Thrust ?J; 100 

llleapons: 

Uleapons: 

Pirate pulsar 

Pirate particle beam 

Pirate pulsar 

Pirate pulsar 
Pirate particle beam 

Pirate 

Pirate storage facility 

Pilot Strength: 100 

Pirate depot 

Armor %: 100 

Pirate touter 

Energy 100 

Pirate depot 

Pouter X: 100 

Pirate operations post 

Cooling 1 100 

Pirate barracks 

JJet Fuel: 100 

Turret 

JJet Thrust 1 100 

Turret 

lOeapons: 

Pirate particle beam 

Hegemony landing pad 
Mission Summary: 

Pirate truck 

PBAs-14 

Energy^: 100 

Pirates-12 

Pouter 1 100 

Captains-2 

Armor 100 

Hehicles-l 

lUeapons: hone 

Pirate truck-1 
Aircraft-0 
lnstallations-0 
llleapons-0 


Captain 

Pilot Strength: 100 
flrmorX: 100 
energy X; 100 
Ponier%: 100 
Cooling 100 
JJet Fuel; 100 
JJet Ihrust 100 
Uleapons: 

Pirate pulsar 
Pirate particle beam 


Recommended configuration: You. Ulalker, and Ashford, all uiith laser, multipulsar, tioo grenade launchers, and uniuersal backup. 



Ulhen you land, giue orders to each sguaddie indiuidually to use RSFs at mill. That may your sguad mill be able to repair their suit 
systems if they get banged up too quickly . 

fl pirate truck comes from the south. You should circle the base and destroy any sentries you come across before you assault the base 
itself. Once you open fire on the base from a stand-off distance-about 100 meters-more pirates mill emerge. Stay out of their range 
and use your grenade launcher to pelt them before they get a bead on you. This mission is straightformard and fairly easy. 



MISSION 



OPERATION 

VALKYRIES 


Story: you're discussing the pirates ujith HacPherson, and you remark that they're tougher than any pirates you'ue euer encountered. You're 
interrupted by Ambassador Pentheus. and HacPherson reueals that they'ue found hegemony eguipment at the pirate base. Creon assures him 
that there is no Hegemony action planned in the Centauri system, euen as a starship moues touiard them in space, unknouin to the SfC. 

Hission Briefing: Strike force lo's Hnuil Squad has a doiuned soldier. Colin, in a damaged PBH. It's up to you to reach him. repair his PBH. 
and make it to the dropship before the pirates find him. 


Strike force lo/Colin 
Pilot Strength: 67 
Armor %: 77 


Captain 

Pilot Strength: 100 
Armor 7o: 100 
fnergyX: 100 


Poujer %: 01 
Cooling 7o: 04 
JJet fuel: 07 
JJet Thrust 7o: 70 ' 
lUeapons: 

Laser 

Particle beam 
Smoke grenade 



Cooling 100 
JJet fuel: 100^ 

JJet fhrust7o: too 
lUeapons: 

Pirate heauy pulsar 
Pirate particle beam 


5 pirates 

Pilot Strength: too 
' Armor %: 100 i 
fnergy%: 100 
Potnerl 100 
Cooling 100 
JJet fuel: 100 
JJet Thrust 1 100 
lUeapons: 

Pirate particle beam 
Pirate pulsar 




Pilot Strength: 100 
flrinoryo: 100 
[nergy^: 100 
PoiuerJi: 100 
Cooling 100 
JJetFuel: 100 
JJet IhrustX: 100 
llleapons: 

Pirate grenade 
Pirate particle beam 

Pirate 

Pilot Strength: 100 
RrmorJi: 100 
energy 100 
PoioerX: 100 
Cooling 7o: 100 
JJetFuel: 100 
JJet Thrust X: 100 
llleapons: 

Pirate pulsar 
Pirate grenade 

Pirate 

Pilot Strength: 100 
Armor 100 
Energy X: 100 
PotuerJi: 100 
Cooling 100 
JJetFuel: 100 
JJet Fhrust7o: 100 
llleapons: 

Pirate pulsar 
Pirate pulsar 


I Captains 

Pilot Strength: 100 
Armor 100 
Energy 7o: 100 
Poiuer?J: 100 
Cooling %. 100 
JJet Fuel: 100 
JJet Thrust ?J: 100 
llleapons: 

Pirate heauy pulsar 
Pirate particle beam 

Captain 

Pilot Strength: 100 
Armor 100 
Energy?!: 100 
PoujerX: 100 
Cooling 7o: 100 
JJetFuel: 100 
JJet Thrust 5!: 100 
llleapons: 

Pirate grenade 
Pirate pulsar 

Pirate 

Pilot Strength: 100 
Armor?!: 100 
Energy ?!: 100 
Pouier?!: 100 
Cooling?!: 100 
JJet Fuel: 100 
JJet Thrust ?!: 100 
*■ llleapons: 

Pirate pulsar 
Smoke grenade 


Captain 

Pilot Strength: 100 
Armor?!: 100 
Energy ?!: 100 
Pouier?!: 100 
Cooling?!: 100 
JJetFuel: 100 
JJet Thrust ?!: 100 
llleapons: 

Pirate heauy pulsar 
Pirate pulsar 


Pilot Strength: 100 
Armor?!: 100 
Energy?!: 100 
Pouier?!: 100 
Cooling?!: 100 
JJetFuel: 100 
JJet Thrust ?!: 100 
llleapons: 

Pirate grenade 
Pirate pulsar 

3 Captains 

Pilot Strength: 100 
Armor?!: 100 
Energy?!: 100 
Pouier?!: 100 
Cooling?!: 100 
JJetFuel: 100 
JJet Thrust ?!: 100 
llleapons: 

Pirate pulsar 
Pirate grenade 
Pirate particle beam 




3 spy drones 
Hegemony encampment 

Pirate operations post V 

Pirate lookout station 
Pirate tourer 

Hission Summary: 

PBIis-19 

Pirates-10 

Captains-8 

Colin-1 

Uetiicles-0 

(lircraft-3 

Spy drones-3 

lnstallations-4 

tlleapons-0 

Recommended configuration: You. De Fonseca, and Rossi, all ujith laser, multipulsar, tiuo grenade launchers, and uniuersal backup. (De 
Fonseca also carries the PBR repair pack.) 



00.7c’0 



Hake a beeline to the search area and Colin’s position-you’ll encounter drones and at least one squad of pirates looking for Colin and 
his M. 


It's raining, so siuitch to full screen and infrared display ujith maximum zoom so you can spot Colin's PBfl from a distance, match for 
drones and destroy them if they get uiithin range. Otherujise. press on. 


Colin is located in the search area: 



First, haue your repair specialist repair the PBfl. Then use your electronics specialist to reboot the PBIl. mhile rebooting the PBB. 
haue your repair specialist repair any suits that took damage in your scrum against the pirates. 

You can hear your dropship aborting after taking fire from pirates luaiting at the pickup site. After you repair the PBB. order Colin to 
stay behind as the three of you moue ahead. After a feiju hundred meters, order Colin to folloiu you. This may your squad can engage 
the pirates and eliminate some opponents before Colin enters the battle. 

You can take your tmo squadmates and comb the countryside looking for additional pirates to kill Ito raise your prestige], but keep 
[olin out of the frd0 he dies, your mission is a'failure. 
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MISSION 


OPERATION 
EAEirS NEST^ 


Hission Briefing: Intelligence has located the Petrousk grenades 
pirates and the base if at all possible. 

Belli technology: Railgun 


2 Captains 

Pilot Strength: 100 
llrmorX: 100 
Energy 100 
Pooler^: 100 
Cooling 100 
JJetFuel: 100 
JJet fhrust %: 100 
llleapons: 

Pirate pulsar 
Pirate particle beam 

2 pirates 

Pilot Strength: 100 
Armor 100 
Energy %: 100 


JJet Fuel: 100 
JJet Ihrust %. 100 
lUeapons: 

Pirate grenade 
Pirate particle beam 


small port facility 


transport at 


2 Captains 


Pilot Strength 


Armor % 


Energy % 


Pouier % 


Cooling % 


JJet Fuel 


JJet Ihrust ?! 




Pirate 

Pirate tourer 

Pilot Strength: 100 

3 pirate storage facilities 

Armor 7o: 100 

3 pirate toiuers 

[nergy 1 . 100 

Pirate depot 

PoujerJS: 100 

Pirate operations post 

Cooling 100 

2 pirate lookout stations 

JJet Fuel: 100 

Bridge 

JJet IhrustX: 100 

2 turrets 

llleapons: 


Pirate heauy pulsar 

Mission Summary 

Pirate particle beam 

PBBs-16 


Pirates-0 

Pirate transport 

Captains-7 

Energy 100 

llehicles-0 

PoiuerX: 100 

Aircraft-! 

Armor 100 

Pirate transport-1 

Uleapons: None 

Installations-H 


lUeapons-B 


Recommended configurafion: you. Brandt, Ulalker. and Gomez, all in standard PBRs-no recon is necessary here. Turn grenade launch- 
ers, multipulsar, railgun Ifor loiu-energy situations], and uniuersal backup. 



i 

i 

i 

i 
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lime is of the essence. Head doinn the road and eliminate the turn turrets guarding the bridge. Crest the hill, open tire on the turrets, and 
then back off so the turrets don’t get a bead on gour position. Giue all gour sguaddies the Use (ISF at Hlill command and a Cautious Attack 
instruction. ^ » 

You crest a hilltop that leads doom to the base-keep gour sguad behind you luith a Stay at Location command, fitter you engage the first 
group of enemies and finish them off. target the transport immediately and moue in. Open tire immediately luhen you get ujithin range, 
destroy the ship, and retreat. You should be able to frag the ship before the pirates close in on you. Your squad can then take out the pirates 
as they charge your position. Soften up the approaching squad uiith a saluo of three grenades and multipulsar tire Iback up or strafe uihile 
tiring), and send in your squad to rush the base and mop up any laggards. 

Once again, the pickup site has a teuj more pirates to take care of. flefore heading back to the pickup site, make sure you attend to euery- 
one's PBfls. Repair all systems and get ready to finish off the last three pirates-easy pickings ujith your grenade launcher. 

dlMBm IIP: list IHl fiPPBBPIlKlIt HIBPBN f BB IBl SlIBBIi BI HBNB. IBIS MB! SUM BBYIBB8, BBI MANY IIMtS IFS IBS! IB JB8I 
BSI IBI WlflPBN YBB BBYl SllICIlB. lYIN II IFS NBI IHl BISI BNl IBB IBI JBB. IBB INSIBNtt, IBY BSING B MISSIII IBBNCBlfl BI 3B 
MIIIBS-NBI BNIY YIIIl YBB IBBl SBMI BBMBGl YBBflSIlI, BBI CBHNtlS BBI YBB’Il BBYl B CBMHBBl BIBB GBBBNB /IBB. YBBB IIBM 
MIMBIBS MHY lYlN IBBN BGBIN8I YBB IBB IF INSIIBB, YBB SBBBIB BSI IBPBNS M IBI IIC IB81 BIIII BB IBI PflfillClI BIHM 
IBB"ClBStmCBBNIIB8.” 


oom'-i 



MISSION 


OPERITION 

MARINERS 


Neill technology: th dainpener 


Story; You learn houi Siren got her uoice bon-pirates cut her 
ability to transfer memories, and you experience Cassandra's 
Ihe suspense mounts... 

Hission Briefing: Pirates haue been terrorizing mater lanes, 
Conuoys arriue to deliuer supplies to the bandits, and 
kill all of them at once, or you can destroy the 
option. 


4 pirates 

Pilot Strength: 100 
(IrmorX: 100 
[nergy7o: 100 
Pooler X: 100 
Cooling 1 100 
JJetFuel: 100 
JJet IhrustX: 100 
llleapons: 

Pirate pulsar 
Pirate particle beam 



Pirate 


Pirate 


Captain 


Pirate 


Pilot Strength: 100 

Pilot Strength: 100 

Pilot Strength: 100 

flrmorX: 100 

Armor 7o: 100 

Armor X: 100 

Energy 100 

Energy X: 100 

Energy X: 100 

Poiuer7o; 100 

Pooler 7o: 100 

Pooler X: 100 

Cooling 7o; 100 

Cooling 7o: 100 

Cooling X: 100 

JJetFuel: 100 

JJetEoel: 100 

JJetEuel: 100 

JJet Ihrust 7o: 100 

JJet Ihrust 7o: 100 

JJet Thrust X: 100 

llleapons: 

lOeapons: 

llleapons: 

Pirate heauy pulsar 

Pirate particle beam 

Pirate particle 1 

Pirate particle beam 

Pirate heauy pulsar 
Pirate grenade 

Pirate pulsar 

e 

Pirate 

Pilot Strength: 100 

Captain 

Pilot Strength: 100 

Armor 7.: 100 

Pilot Strength: 100 

Armor X: 100 

Energy 7o: 100 

Armor 7o: 100 

Energy X: 100 

Pooler 1 100 

Energy 7o: 100 

Pooler X: 100 

Cooling 7o: 100 

Pooler X: 100 

Cooling X: 100 

JJetEuel: 100 

Cooling X: 100 

JJet Fuel: too 

JJet Ihrust 1 100 

JJetEuel: 100 

JJet Thrust X: 100 

llleapons: 

JJet Thrust X: 100 

llleapons: 

Pirate grenade 

llleapons: 

Pirate grenade 

Pirate particle beam 

Pirate grenade 

Pirate pulsar 

Pirate pulsar 

Pirate pulsar 



Captain Pirate houercraft 


Pilot Strength: 100 

energy ^o: 100 

Brmor %. 100 

, PoujerJS: 100 

energy 100 

i Armor ?{: 100 

Poiuer?i: 100 

Uleapons: Hone 

Cooling 7o: 100 
JJet Fuel: 100 

3 pirate lookout stations 

JJet Ihrust %. 100 
llleapons: 

Mission Summary: 

Pirate heauy pulsar 

PBOs-10 

Pirate particle beam 

Pirates-fl 

Pirate truck 

Captains-10 

Uehicles-3 

energy ^o: 100 

Pirate-trucks-2 

Pouierl 100 

Pirate-houercraft-1 

0rmor%: 100 

Oircraft-0 

Uleapons: None 

lnstallations-3 

Pirate truck 
energy 7o: 100 
Pourert 100 
Hrmor?i: 100 
UJeapons: Hone 

tlleapons-0 



Recomniended configuration: fou. HcCulloch. (Ishford, and Gomez, alt in standard suits. Tujo grenade launchers, multipulsar, railgun. 
and uniuersal backups. 



On the game's tougher leuels. go and knock off the conoog first. Head right for the road and destrog the trucks and the escorting Pflils. Ihen 
giue orders to stop and let eueryone's armor regenerate. Ose the IlSFs nouj. if need be. 

Head to the meeting area. Giue a Cautious Attack order and use your zoom to find the pirate lookout touiers. Do some of your oum island- 
hopping. Clean up the islands one by one. but make sure you uisually inspect each island before mouing to it. Utading through the mater is 
going to slouj you doom, so try using jump jets to hop from island to island. 

If you're feeling ambitious, haue your sguad take position on the north cliff facing the meeting point, issue a sguad-ujide hold-fire order, 
and Qiaif for the trucks to arriue. Uihen the pirates join the party, unleash your grenades and order your sguad to open fire. Be prepared to 
retreat as the pirates cross the little inlet and attack your position. If you choose a recon specialist, s/he mill giue you better marning of 
incoming enemies. 





MISSION 


OPERATION 

PERISCOPES 


nmimt 


Hission Briefing: SFC Intelligence has traced the pirate 
items you see. lake out any unfriendlies-at your discretion, 


Beg Assault PBfl 
Pilot Strength: 100 
Hrmor 100 
Energy %: 100 
Poujer?{: 100 
Cooling 100 
JJetFuel: 100 
JJet Thrust ?J: 100 
llleapons: 

Keg pulsar 


S Captains 
Pilot 




2 Heg Stinger PBfis 
Pilot Strength: 100 
Armor X: 100 
Energy To: 100 
PomerTo: 100 
Cooling %: 100 
JJet fuel: 100 
JJet Ihrust X: 100 
Uleapons: 

Heg pulsar 

Heg grenade launcher 

2 Heg Stinger POIls 
Pilot Strength: 100 
HrmorTo: 100 
Energy To: 100 
Pooler X: 100 
Cooling 100 
JJet fuel: 100 
JJet Thrust X: 100 
llleapons: 

Heg particle beam 
Heg pulsar 

Heg Stinger POH 
Pilot Strength: 100 
firmer To: 100 
Energy X: 100 
Pooler X: 100 
Cooling X: 100 
JJet fuel: 100 
JJet Thrust To: 100 
Uleapons: 

Heg Tripulsar 
Heg particle beam 


2 Heg Stinger PBfis 
Pilot Strength: 100 
firmer X: 100 
Energy To: 100 
Pooler X: lOlT 
Cooling To: 100 
JJet Fuel: 100 
JJet Thrust X: 100 
Uleapons: 

Heg pulsar 
Heg particle beam 

17 pirates 

Pilot Strength: 100 
firmer X: 100 
Energy X: 100 
Pooler X: 100 
Cooling To: 100 
JJet Fuel: 100 
JJet Thrust X: 100 
UJeapons: 

Pirate particle beam 
Pirate pulsar 

2 Hegemony supply posts 
Hegemony command tooier 
Hegemony encampment 
Hegemony command tooier 
4 Hegemony storage facilities 


Hission Summary: 

PBfls-31 

Heq Stinger PBfIs-? 

Beg (Issault PBfls-3 

Pirafes-16 

Captains-S 

I) ehicles-0 
(lircraft-fl 
Installations-? 

II) eapons-fl 

Recommended configuration: fou. Gomez. Ulalker, and Brandt, all in standard PBHs. Tiuo grenade launchers, railgun. and multipulsar. 




Head toiuard the presumed location radius directly. Bn the other side of the ridge, you encounter tiuo patrols of tuio pirates each. Giue 
your team a Cautious flduance order and use your multipulsar or railgun to pick them off at a distance. Saue your grenades for later, and 
giue your squad the order to use their HSFs at mill. 

Haue your three squadmates uiait belom the lip of the gorge inhere the hidden base is. Ulhen you approach the lip. you dram out pirates 
mho mill rush you. Launch a saluo of three grenades, smitch to the railgun. and start retreating mhile firing. Retreat tomards your squad 
and giue them the order to attack. After you take care of the smarm of pirates, enter the chasm. But match for the pirates on the other 
side of the chasm aboue. 

larget-lock one of the buildings. It's Hegemonyl leuel the base and return to the dropship. 




MISSION 





OPERITION 

IVANIIOE^ 


Story: you tell HacPtierson that the base mas stocked mtth Hegemony equipment, just in time to be interrupt] 
uid-call. Pentheus reueals that he has betrayed HacPherson's confidences in the past, and that the Hegerao 
Clans. You uom reuenge. ' ' 

Mission Briefing: Defend an aqamemnite mine. Uiatch for artillery and try to disable the tri 
important thing is to saue the mine. 


isador's 
i and the"" 


Hem technology: Heauy suit, particle beam 

Heq Assault PBA 
Pilot Strength: 100 
Armor %: 100 
Energy %. 100 
PomerX: 100 
Cooling ti: 100 
JJetFuel: 100 
JJet fhrust 5S: 100 
llleapons: 

Heg particle beam 
Heg pulsar 

Heg grenade launcher 


S Heq Assault PBAs 
Pilot Strength 



inglhecaonoi 
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Rrtillery cannon 
[nergy 100 
Poiner^: 100 
flrmorX: 100 
UJeapons: Hone 

4 Hornet drones 
Energy 100 
Pooler %: 60 
Hrmor?i: 100 
Uieapons: 

Heg pulsar 


Mine 

2 pirate tooiers 
Pirate storage facility 

Hission Summary: 
Pfl(1s-12 

Heg Stinger PB(ls-6 
Heg Assault POOs-6 
Uehicles-I 
Artillery cannon-1 
Aircraft-4 
Hornet drones-4 
installations-4 
Uleapons-0 


Recommended configuration: Take along as many uieapons specialists as you can. such as Ashford and Gomez, and a repair specialist 
if necessary. Outfit each of them uiith a heauy POR equipped uiith railgun. particle beam, tuio grenade launchers, and a uniuersal 
backup. 



As you can see. enemies come from all directions. Moue aggressiuely to the base, lllhile your creui takes on the drones Ithe railgun is 
an eucellent uieapon against them], look north for the first uiaue of Heg PBRs. long-distance sniping and quick squad fire should fin- 
ish this group just in time for another group to arriue from the east, liiatch the close-quarters combat here because your grenades 
could injure you and your squad. As soon as you mop up here, moue east off the road la bit to the south] so you can circle around the 
incoming artillery canon and take on the demolition Hogs uiith your grenades. A feui grenades and rapid-fire railgun shots should keep 
them on the ropes as your squad finishes things off. 




MISSION 



OPERATION 

METEORS 


Story: Schuyler tries to charm UJalker once again, mith the same results. You confront Brandt about his disappearances, suspicious of 
possible Hegemony infiltration. 

Mission Briefing: Bo repair the telescopel 

Omicron telescope 
Pouier structure 


3 obseruatory buildings 
Pniiipr <;triirtiirp 
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MISSION 


031 


OPERATION 


METEORITES 


IF] 


Mission Briefing: you're being sent back to finish the job, this time luith the right equipment 
Heuj technology: Hutodoc 


Heg llssault PBfl 
Pilot Strength: 100 
Armor ?i: 100 
[nergy %. 100 
Pou)er?J: 100 
Cooling 7o: 100 
JJet Fuel: 100 
JJet Ihrust?i: 100 
Uleapons: 

Heg Iripulsar 
Heg particle beam 

3 Heg Juggernaut PBHs 
Pilot Strength: 100 
Armor 100 
[nergy 100 
Poujer^: 100 
Cooling %: 100 
JJet Fuel: 100 
JJet Thrust X: 100 
llleapons: 

Heg Iripulsar 
Heg grenade launcher 
Heg particle beam 


3 Heg Stinger PBOs 
Pilot Strength: 
Armor 100 
Energy %: 100 
PouuerJS: 100 


JJet Fuel: 100 
JJet Thrust ?S: 
lOeapons: 


Energy 
Pouter %: 
Cooling % 
JJet 


Heg Assault PB 
Pilot 
Armor 
Energy 


L/1 iMftXJ — M 




4 Hornet drones 
Energy X: 100 
Pooler X: too 
Armor 100 
Uleapons; 

Heg polsar 

Oamaged telescope 

2 pooler stroctores 

3 obseruatory boiidings 


Mission Sommary: 

PBAs-12 

Heg Stinger PBOs-3 
Heg Ossaolt PBAs-6 
Heg Joggernaot PBOs-3 
llehicles-0 
Oircraft-4 
Hornet drones-4 
Installations-B 
li)eapons-0 


Becommended configoration: Bring along Be Fonseca, oiho gets three railgons and a grenade laoncher. Also take Gomez and Girraod, mho 
each get tmo launchers, particle beam, and railgon. Aotodocs and heauy PBAs for all. 



Send your squad to mait at the southern part of the base, and climb onto the northern mall. Start shooting at the incoming PBAs from the 
H/HE mhile your squad takes care of the drones. 

A heauy force comes in from the east, so if you can finish off the drones and the first maue of PBAs. you'll haue some time to clean up. 
Hake sure that you heal up and use your repair specialist to patch up your squad's PBAs. A heauier force of PBAs is approaching from the 
E/HE. and mill come through the main gate or ouer the mall. Leaue your squad in the base IStay At Location] and uenture out to get some 
early shots at the approaching enemies. Hlhen they come mithin range, fall back and keep firing. Use your grenades, but don't maste them 
mhile the enemy is out of range. 


MISSION 


m 




OPERATION 

OILSIICK^ 


m 




Story: UJdlker. in a secret communication luith her Councilujoman. reueais that her Clan entered into a treaty ujith the Reid Hand Pirates 

tllniiinri +lin nir-j+no +n MpPiiI I nrli^r ftmilii in nurlr^nnn fnr iii+il fnnri oliinmnn+r r^nrinn •> f ■»minn--4MfiV#Y^ui^4n4i'‘Vh'(f 4lal I/nr r+nrmr 


that alioujed the pirates to take HcCulloch's family in exchange for uital food shipments during a famin 
out. 


2 Heg Stinger PBRs 
Pilot Strength 
Armor %. 
energy t 
Pouier %: 

Cooling % 

JJet Fuel: 

JJet fhrust % 

UJeapons: 

Heg pulsar 

Heg grenade launcher 
Heg particle beam 


3 Heg Assault PBAs 
Pilot Strengtlr 
Armor %: 
Energy ^o: 
Pouier 
Cooling 
JJet I 
JJetl 




I Heg Juggernaut PBHs 
Pilot Strength: 100 
Armor 5S: 100 
Energy 100 
Poujer^: 100 
Cooling %: 100 
JJetFuel: 100 
JJet Thrust?}: 100 
lOeapons: 

Heg Tripulsar 
Heg grenade launcher 
Heg particle beam 

6 Heg Assault PBAs 
Pilot Strength: 100 
Armor X: 100 
Energy 1-. 100 
Pomer?}: 100 
Cooling?}: 100 
JJet Fuel: 100 
JJet Thrust?}: 100 
lUeapons: 

Heg pulsar 

Heg grenade launcher 
Heg particle beam 


3 Heg Stinger PBAs 

Pilot Strength: 100 
Armor?}: 100 
Energy ?}: 100 
Pooler?}: 100 
Cooling?}: 100 
JJetFuel: 100 
JJet Thrust?}: 100 
Uleapons: 

Heg pulsar 
Heg particle beam 

4 Hegemony supply posts 
4 Hegemony touiers 

20 fuel pods 
4 turrets 

Mission Summary: 

PBAs-16 

Heg Stinger PBAs-6 

Heg Assault PBAs-B 

Heg Juggernaut PBAs-2 

l)ehicles-0 

Aircraft-0 

lnstallations-32 

llleapons-0 


Recommended configuration: You. lUalker. Rshford, and Hyionas, ail in heauy suits. Turn grenade launchers, particle beam, railgun. 
and autodoc. 



lake on the turn luestern fields first. Ihey haue the feuiest guards. Shoot tanks at long range ujith your particle beam. Circle around 
to the south, then moue uiest. 


After you take out the tujo uiestern fuel depots, send your sguad to the pickup point. Use your particle beam to destroy fuel from a 
distance, and keep your sguad near you and out of a firefight on the base grounds, inhere reinforcements can pour in from the other 
fields. Snipe off barrels of fuel until you get the "main mission accomplished" message, then run back to the dropship. 







MISSION 



OPERATION 
MARKET SOOAREii? 



Hission Briefing: II group of Hegemony troops has raided Bishop Steading, fuict the unuianted tenants. 

- V 


Hem technology: thermal disrui 


Heg Hssault PBH 
Pilot Strength: 100 
Armor %: 100 
Energy 7o: 100 
Pooler 7o: 100 
Cooling %: 100 
JJet Fuel: 100 


Heg Assault PBA 




Pilot Strength: 100 


Armory.: 100 n 


JJet thrust ?i: 100 
llleapons: ; ^ 


Heg grenade launcher 
Heg thermal digiptor 

Heg Stinger PBA ^ 
Pilot Strength: 100 . 
Armor y«: 100 


Energy 100 
-PouierX:100 . 
Cooling y.: 100 
JJet Fuel: 100 
JJet thrust X: 100 
lUeapons:^ 

Heg grenade launcher 
Heg grenade launcher 
Heg pulsar*^’- 


2 Heg Assault PBAs, 

Pilot Strength* 

Energy*: 100^^-^^^^ 

Pou)er*:tOO'y^ 
innv. inn / / 



Poiiier*: 1001 


Cooling y.: 100 
JJet Fuel: 100 


JJet thrust*: 100 
Uieapons: 

Heg pulsar 
Heg particle beam 


Heg Assault PBA 
Pilot Strength: 100 
Armor*: 100 
Energy*: 100 
Pouier*:100 
Cooling*: 100 
JJet Fuel: 100 
JJet thrust *: 100 
lUeapons: . 

Heg pulsar 


Armor*: 100 




Cooling*; 100 
.r JJetEuel:10lt.A 
JJet thrust L 
Uteapons: 

Hegpulpar 

Heg grenade launcher 
Heg particle beam ' 



Pilot Strength: li - 



Energy *: 100 : 
Pouier*:100 
Cooling *: Ifli)^^ 

JJet Fuel: 1 __ 

4 JJet thrust*: 100 
Uleapons: 

Heg pulsar 

Heg heauy particle beam 





mMmm 



3 Heg Assault PBfls 
Pilot Strength: 100 
RrmorJi: 100 
[nergg^o: 100 
P0ID8f7o: 100 
Cooling 1 100 
JJet Fuel: 100 
JJet Ihrustyo: 100 
Uleapons: 

Heg pulsar 

Heg grenade launcher 

3 Heg Stinger PBfls 
Pilot Strength: 100 
Armor X: 100 
Fnergg%: 100 
PoiuerX: 100 
Cooling 100 
JJet Fuel: 100 
JJet Thrust %: 100 
Uleapons: 

Heg pulsar 
Heg particle beam 

Heg Assault PBA 
Pilot Strength: 100 
Armor %: 100 
Energy 7o: 100 
Poiuert 100 
Cooling %. 100 
JJet Fuel: 100 
JJet Thrust 7o: 100 
yjeapons: 

Heg pulsar 

Heg grenade launcher 
Heg particle beam 


2 Clone Hark Is 

Pilot Strength: 100 
Armor ?i: 100 
Energy 100 
Po(uer7o: 100 
Cooling ^o: 100 
JJet Fuel: 100 
JJet Thrust X: 100 
Uleapons: 

Heg missile launcher 
Heg Tripulsar 
Heg grenade launcher 

? Bishop Steading residences 
Bishop Steading granary 

3 Bishop Steading industrial buildings 
3 Bishop Steading ujarehouses 

12 Bishop Steading commercial buildings 
2 Bishop Steading storage facilities 
2 Bishop Steading offices 
Bishop Steading apartments 
Bishop Steading silo 

Hission Summary: 

PBfls-lG 

Heg Stinger PBfls-4 

Heg Assault PBfls-10 

Clone Hark ls-2 

Oehicles-0 

flircraft-0 

lnstallations-31 

UJeapons-0 




(iGcommended configuration; fis many weapons specialists as possible, and then a repair specialist like Hylonas. fill in heauies, luith tmo 
grenade launchers, railyun. and particle beam, iiiith autodocs. 



Ihe tOQjn's smarming ujith Hogs, as mell as the first clones you'ue encountered. You may mant to use your drones and zoom sights to spot 
the enemy. Circle the tomn's perimeter to the south and pick off guards, marking your may in. Ihe Hogs euentually come fo you. 

Ihe key to this mission is to dram as many of the Hogs amay from the tomn as possible, keeping your sguad on a tight leash and repairing 
yourself betmeen encounfers. hake sure the squad doesn't engage the enemy before you're ready Ithat is. before you see the enemy). Giue 
them a Cautious Rduance order and tell them to follom you. 




MISSION 


mi 


OPERATION 

EGGSHEll^ 


Story: Ihe SFC is celebrating their uictory ouer the clones nihen Sonny, the bartender, suggests that EH grenades 
clones' internal comm system, you're grateful for the aduice. but euen more curious about hoiu the hell 

Hission Briefing: It becomes clear that the Bishop Steading raid mas a couer for the Hegemony's 
remoual of clan scientists ujorking on a neui BSE. four job is to stop the conuoy by destroying its 


S Heg Juggernaut PBfIs 
Pilot Strength: 100 
Armor %: 100 • 

Energy 100 
Pooler %: 100 
Cooling 7o: 100 
JJet Fuel: 100 
J Jet Thrust 7o: 100 
IHeapons: 

Heg Tripulsar 
Heg grenade launcher 
Heg particle beam 


4 Heg 

Pilot 
Armor % 


Heg Juggernaut PBA 
Pilot Strength: 
Armor 7o: 100 
Energy 100 
Pooler ?S: 100 
Cooling %. 

JJet 
JJet 

lOeapons 


nn vjD 
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Heg Juggernaut PBA 

Heg Juggernaut PBA 

Heg Juggernaut PBA 

Pilot Strength: 100 

Pilot Strength: 100 

Pilot Strength: 100 

Armor %: 100 

Armor! 100 

Armor! 100 

Energy! 100 

Energy! 100 

Energy ! 100 

Pouier! 100 

Potuer! 100 

Pouier! 100 

Cooling! 100 

Cooling! 100 

Cooling! 100 

JJet Fuel: 100 

JJet fuel: 100 

JJet Fuel: 100 

JJet Thrust! 100 

JJet Thrust! 100 

JJet Thrust! 100 

Uleapons: 

Uleapons: 

Uleapons: 

Heg pulsar 

Heg rallgun 

Heg grenade launcher 

Heg grenade launcher 

Heg grenade launcher 

Heg heauy particle beam 

Heg particle beam 

Heg pulsar 

Heg particle beam 

Smoke grenade 

Heg particle beam 



Heg Juggernaut M 
Pilot Strength: 100 
(lrnior7o: 100 
Energy 7o: 100 
Poujer^: 100 
Cooling 7o: 100 
JJet Fuel: 100 
JJet IhrustX: 100 
Uleapons: 

Heg grenade launcher 
Heg pulsar 
Heg particle beam 
Heg particle beam 


Heg Juggernaut POO 
Pilot Strength: 100 
Armor X: 100 
Energy 7o: 100 
Poiuer7o: 100 
Cooling 100 
JJet Fuel: 100 
JJet Ihrust %: 100 
Uleapons: 

Heg pulsar 

Heg grenade launcher 


2 Heg Assault POAs 
Pilot Strength: 100 
Armor %: 100 
Energy %-. 100 
PoujerX: 100 
Cooling %: 100 
JJet Fuel: 100- 
JJet Ihrust X: 100 
Uleapons: 

Heg pulsar 
Heg particle beam 


3 Hag Assault PBfls 
Pilot Strength: 100 
Rrmor^i: 100 
loergy 1 100 
Pooler X: 100 
Cooling ^o: 100 
JJet Fuel: 100 
JJet Ihrust X: 100 
llleapoos: 

Heg pulsar 

Heg grenade launcher 
Heg particle beam 

Heg Assault POA 
Pilot Strength: 100 
Armor 7o: 100 
Energy 100 
Pouier?i: 100 
Cooling 100 
JJet Fuel: 100 
JJet FhrustX: 100 
lOeapons: 

Heg railgun 
Heg grenade launcher 
Heg particle beam 

1 Hegemony trucks 

3 light tanks 
Energy 100 
PouierX: 100 
Armor X: 100 
llieapons: 

Heg particle beam 
Heg railgun 


2 light tanks 
Energy X: 100 
PouierX: 100 
Armor 7o: 100 
lOeapons: 

Heg pulsar 
Pirate grenade 


light tank 
Energy 7o: 100 
PouierX: 100 
Armor 100 
Uleapons: 

Heg heauy particle beam 
Heg Iripulsar 

Hunter drone 
Energy 1 100 
Pouier5{: 100 
Armor 100 
Uleapons: 

Heg railgun 

Hunter drone 
Energy 1 . 100 
Pouier7o: 100 
Armor ^o: 100 
Uleapons: 

Heg railgun 





2 Hegemony encampments 

Mission Summary: 

PBHs-21 

Heq Rssault PB(ls-G 
Heq Juggernaut PBfls-15 
Uetiicles-B 
Hegemony trucks-2 
Light tanks-6 
llircraft-2 
Hunter drones-2 
lnstallations-2 
lUeapons-0 

Recommended configuration; Take along meapons specialists, like Gomez and Ulalker, and a repair specialist like Mylonas. Rll in heauies 
luith tujo grenade launchers, particle beam, and railgun, mith an autodoc RSF. [quip yourself luith an IH grenade system so you can stun 
the clones and send your squad a Rush the Inemy order. 



Head south as fast as possible, and haue your squad follom. Use your particle beams, then moue in on the Hogs uiith your grenades. They're 
grouped closely together, so a feui grenades should do a lot of good. The Hog base is crauiling uiith bad guys, so take care not to let the 
trucks get anymhere near the base, you might uiant to try leaping ouer the Hogs and trucks to dram off some of the Hogs' fire and catch 
them betuieen you and the squad in a pincer formation. 


00 : 1 % 





CONDICTOR^ 



Hission Briefing: Your squad needs to protect a truck shipment ot military fechJogsjiaue somehoiu gotten ujord ot the shipment, so 
enpect a heauy assault. 


5 Heg Stinger PBHs 
Pilot Strength: 100 
Armor 7o: 100 
Energy 100 
Poujer X: 100 


JJet Fuel: 100 
JJet thrust ?i: 100 
Uleapons: 

Heg particle beam 
Heg pulsar 





Heg Assault PBfl 
Pilot Strength: 100 

(lf(iior7o: 100 
[nergyl 100 
Pouier7o: 100 
Cooling 7o; 100 
JJet Fuel: 100 
JJet Ihrust %: 100 
Uleapons: 

Heg railgun 
Heg grenade launcher 
Heg particle beam 

Heg Juggernaut POD 
Pilot Strength: 100 
Armor X: 100 
Fnergg^o: 100 
PouierX: 100 
Cooling 100 
JJet Fuel: 100 
JJetIhrustX: 100 
lOeapons: 

Heg grenade launcher 
Heg particle beam 


Heg Juggernaut PBA 
Pilot Strength: 100 
Armor 100 
Energy X: 100 
Pouier^i: 100 
Cooling 7o: 100 
JJet Fuel: 100 
JJet Thrust ?J: 100 
Uleapons: 

Heg grenade launcher 
Heg pulsar 
Heg particle beam 

Heg Juggernaut PBA 
Pilot Strength: 100 
Armor %: 100 
Energy^: 100 
Pomeryc: 100 
Cooling %: 100 
JJet Fuel: 100 
JJet Thrust 100 
Uleapons: 

Heg Tripulsar 
Heg particle beam 


Heg Juggernaut PBA 
Pilot Strength: 100 
Armor %. 100 
Energy %: 100 
PouierX: 100 
Cooling 1 100 
JJet Fuel: 100 
JJet Thrust X: 100 
Uleapons: 

Heg missile launcher 
Heg particle beam 

Heg Juggernaut PBA 
Pilot Strength: 100 
Armor X: 100 
Energy X: 100 
PouierX: 100 
Cooling X: 100 
JJet Fuel: 100 
JJet Thrust X: 100 
Uleapons: 

Heg Tripulsar 
Heg grenade launcher 
Heg particle beam 


Heg Juggernaut M 
Pilot Strength: 100 
flrmory.: 100 
[nergy?i: 100 
PouierJi: 100 
Cooling 100 
JJet Fuel: 100 
JJet Thrust X: 100 
llleapons: 

Heg heauy particle beam 
tieg grenade launcher 
tieg particle beam 

2 [lone Hark Is 
Pilot Strength: 100 
Armor 100 
Energy %: 100 
Poiuer?S: 100 
Cooling 100 
JJet Fuel: too 
JJet Thrust X: 100 
lOeapons: 

Heg heauy particle beam 
Heg grenade launcher 
Heg Tripulsar 
Heg missile launcher 


Centauri truck 
0 sujooper drones 
Energy^: 100 
PoujerX: 100 
Armor 7o: 100 
UJeapons: 

Heg particle beam 

Hission Summary: 

PBAs-10 

Heg Stinger PBAs-5 
Heg Assault PBAs-G 
Heg Juggernaut PBAs-6 
Clone Hark ls-2 
Oehicles-1 
Centauri trucks-1 
Aircraft-El 
Siuooper drones-6 
lnstallations-1 
llleapons-0 



Recommended configuration: You. Rshford. Gomez, and Hylonas in heauy suits. Turn grenade launchers, railgun. particle beam, and 
autodocs. 



Head doum the right fork and keep mouing-the truck has been taken by the Hogs and they're mouing it out ot the area. Houe as fast as you 
can. You come across tuio fleeing sfragglers-they'll haue their backs turned to you and are basically there to slouj you domn. It you let the 
truck get too tar. you'll haue to match for sujooper drones. Send your forces against the guards escorting the trucks. 

You should be able to pick oft a teiu of the escorts before they reach the drones, though. Destroy them luith your particle beam, but don't 
slouj domn-soon you'll be in range of the main party. Shoot them from behind, and use a grenade or tmo (being careful not to target and/or 
destroy the truck]. Then fall back uihen they turn and charge you. After you finish them off (again, don't loorry about the suioopers]. the 
truck turns around and heads for the drop point. Get ahead of it if possible, because there is one last band of Hog PBRs maiting for you. 

Three grenades and they should be just about toasted. 


00:150 




MISSION 


(3H1 


OPERATION 
METEOR SHOWERS 


Story: The SfC thinks there's a traitor in the ranks. II captured clone is being kept on life support in hopes that it can tell them some- 
thing. Ulalker turns off the clone's life support. mentioiiing%ibthfh5^:”her mission." Tensions continue to run high. 


Mission Briefing: fhis is a solo mission. You're to fake outilloQ sufueillance station on a moon. 


Clone Mark 

Pilot Strength: 100 
%: 

energy 7o: 100 
PouierX: 100 
Cooling 100 
JJef Fuel: 100 
JJet fhrust %. 100 
lUeapons: 

Beg heauy 
Heg missile 
Heg fripulsar 


Juggernaut PBHs 
Pilot Strength: 100 

%. too 


launcher 
particle beam 


r 




Assault PBRs 

3 Beg Stinger PBAs 

Hegemony telescope 

Pilot Strength: 100 

Pilot Strength: 100 

2 heauy turrets 

Armor 7o; 100 

Armor 7o: 100 


InergyX: 100 

Fnergy7o: 100 

Hission Summary: 

Pouieryo: 100 

Pouier7o: 100 

Heg Stinger PBRs-3 

Cooling 100 

Cooling %: 100 

Heg Assault PBAs-2 

JJet Fuel: 100 

JJet Fuel: 100 

Heg Juggernaut PBAs-6 

JJet Ihrust 100 

JJet Thrust %: 100 

Clone Hark ls-3 

lUeapons: 

Uleapons: 

Behicles-0 

Heg pulsar 

Heg pulsar 

Aircraft-0 

Heg particle beam 

Heg particle beam 

installations-3 

llleapons-0 


Recommended confiouration: Ihe usual for you, lUalker, Gomez, and Mylonas. Heauy PBR, tinin grenades, particle beam, and a thermal dis- 
rupter or railqun, mine layer for you, and autodocs for eueryone else. 



nn icD 
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Keep your squad back [Stay in Position order], approach the Hog facility, and target the turret. Get uiithin PB range and open fire to 
drain out the clones. lurn your particle beam on them and lead them into your squad's fire. Drop a mine or tuio as you back up to your 
squad. Make sure you keep your demolitions expert out of the main fight, because you need him to destroy the telescope. 

After you'ue destroyed most of the patrols, take lllalker and your repair specialist into the telescope area to mop up the other turret 
and any remaining Hogs. 

Hotice that some of these Hogs are carrying missile launchers, so retreating and laying a good minefield in their path is a good tactic. 
After euerythinq is clear, order your demolitions expert to torch the telescope. 



MIS8IIN 



Hissjon Briefing: Ihis is a solo mission-a simple recon to ID some trucks. 



Clone Hark III 
Pilot Strength: 100 
Armor %: 100 
Energy %: 100 
Pooler %: 100 
Cooling X: 100 
JJet Fuel: 100 
JJetIhrustI 100 
llleapons: 

Heg heaoy particle beam 
Heg grenade launcher 
Heg Iripulsar 


2 Clone Hark Is 
Pilot Strength: 100 
Armor 1 100 
Energy! 100 
Pouier! 100 
Cooling! 100 
JJet Fuel: 100 
JJet thrust ! 
IHeapons: 

Heg heauy 
Heg grenade 
Heg 
Heg 


1 


[lone Mark I 
Pilot Strength: 100 
firmoryo: 100 
Energy 1 100 
Pooler 100 
Cooling yo: 100 
JJet Fuel: 100 
JJet Thrust %: 100 
Oleapons: 

Heg heauy grenade 
Heg heauy particle beam 
tieg Iripulsar 
Heg grenade launcher 

Heg Juggernaut POIl 
Pilot Strength: 100 
Ormoryo: 100 
Energy 1 100 
Pooler 100 
Cooling 100 
JJet Fuel: 100 
JJet Thrust ?5: 100 
lOeapons: 

Heg thermal disrupter 
Heg heauy particle beam 
Heg Iripulsar 


2 Heg Juggernaut PBOs 

Heg Juggernaut POO 

Pilot Strength: 100 

Pilot Strength: 100 

Ormoryo: 100 

Ormoryo: 100 

Energy yo: 100 

Energy yo: 100 

Poorer yo: 100 

Pooler %: 100 

Cooling yo: 100 

Cooling X: 100 

JJet Fuel: 100 

JJet Fuel: 100 

JJet Thrust %: 100 

JJet Thrust X: 100 

Uleapons: 

lUeapons: 

Heg heauy particle beam 

Heg thermal disruptor 

Heg Tripulsar 

Heg grenade launcher 

Heg railgun 
5 Heg Juggernaut POfls 

Heg Tripulsar 
Heg missile launcher 

Pilot Strength: 100 

Heg Juggernaut POO 

Armor %: 100 

Pilot Strength: 100 

Energy %: 100 

Armor X: 100 

Pooler yo: 100 

Energy X: 100 

Cooling yo: 100 

Pooler X: 100 

JJet Fuel: 100 

Cooling X: 100 

JJet Thrust %: 100 

JJet Fuel: 100 

lileapons: 

JJet Thrust X: 100 

Heg Tripulsar 

Uleapons: 

Heg grenade launcher 

Heg railgun 

Heg particle beam 

Heg thermal disruptor 
Heg heauy particle beam 
Heg missile launcher 
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Heg Juggernaut PBH 
Pilot Strength: 100 
Armor 1 100 
Energy 7o; 100 
Pooler y«: 100 
Cooling 100 
JJetFuel: 100 
JJet Ihrust 100 
lOeapons: 

Heg railgun 
Heg thermal disrupter 
Heg Iripulsar 
Heg heauy particle beam 

Heg Juggernaut POO 
Pilot Strength: 100 
Armor ?S: 100 
Energy X: 100 
Pooler X: 100 
Cooling 7o: 100 
JJet Fuel: 100 
JJet thrust %: 100 
Uleapons: 

Heg grenade launcher 
Heg heauy particle beam 
Heg thermal disrupter 
Heg railgun 


4 Hunter drones 

Energy^: 100 
Pooler 1 100 
Armor %: 100 
Uleapons: 

Heg railgun 

Hegemony control station 
2 Hegemony tooiers 

5 Hegemony munitions tooiers 

Mission Summary: 

PBAs-17 

Heg Juggernaut PBAs-12 
Clone Hark ls-4 
Clone Mark llls-1 
Uehicles-0 
Aircraft-4 
Hunter drones-4 
lnstallations-0 
llleapons-0 


Recommended configuration: Heauy suit, turn grenade launchers, particle beam, railgun. and autodoc. 



This mission turns into a prison break mhen your dropship is ambushed and you're taken prisoner. Your buddies at SFC come to the 
rescue and spring you. but nouj your suit is damaged, and you're smack dab in the middle of a ttog facility. 

Order your squad to head to the pickup point. Run and jump-jet ouer the malls. Schuyler dies, and there's nothing you can do about 
it. . . Your squad consists of other "Immortals." so don't morry if they euac-just get out of there. 
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151 


OPERATION 

ONOERTOW^ 


Story: Seems like Ashford thinks you’re 
foracoofrontation. 


Heq Stinger PBA 
Pilot Strength: 100 
Armor 1 100 
[nergy 100 
Pomerl 100 
Cooling 7.: 100 
JJet Fuel: 100 
JJetIhrust7o: 100 
Uleapons: 

Heg pulsar 
Oeg particle beam 
Heg grenade launcher 




Heg Assault PBA 
Pilot Strength: 100 
Armor ?S: 100 
Energy 1 100 
PouierX: 100 
Cooling^: 100 
JJet Fuel: 100 
JJetIhrustJS: 100 
Uleapons: 

Heg grenade launcher 
Keg pulsar 

Heg Assault PBA 
Pilot Strength: 100 
Armor 100 
Energy 100 
PoujerX: 100 
Cooling 100 
JJet Fuel: 100 
JJet Thrust 7o: 100 
llleapons: 

Heg thermal disrupter 
Heg pulsar 
Heg particle beam 

Heg Assault PBA 
Pilot Strength: 100 
Armor 100 
Energy 1 100 
Pouter 100 
Cooling 1 100 
JJet Fuel: 100 
JJet Thrust 1 100 
lUeapons: 

Heg heauy particle beam 
Heg particle beam 


Heg Assault PBA 
Pilot Strength: 100 
Armor 100 
Energy^: 100 
Pouter 100 
Cooling X: 100 
JJet Fuel: 100 
JJet Thrust %. 100 
Uleapons: 

Heg heauy particle beam 
Heg pulsar 

Heg thermal disrupter 

3 Heg Assault PBAs 
Pilot Strength: 100 
Armor X: 100 
Energy X: 100 
Pouter 100 
Cooling ^o: 100 
JJet Fuel: 100 
JJet Thrust ?S: 100 
llieapons: 

Heg pulsar 
Heg particle beam 

Heg Assault PBA 
Pilot Strength: 100 
Armor ?l: 100 
Energy X: 100 
Pouter %: 100 
Cooling X: 100 
JJet Fuel: 100 
JJet Thrust ?5: 100 
lUeapons: 

Heg heauy particle beam 
Heg pulsar 

Heg grenade launcher 
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2 Siuooper drones 
[nergy^o: 100 
PoiuerX: 100 
Armor ?S: 100 
lOeapons: 

Heg particle beam 

Hegemony sensor station 
2 turrets 


Mission Summary; 

POAs-14 

Heg Stinger P0As-2 

Heg Assault PBAs-12 

Uehicles-0 

Aircraft-2 

Suiooper drones-2 

lnstallations-3 

lOeapons-0 


Aecommended configuration: Standard suit, railgun. 2 particle beams, grenade launcher, and EH dampener. 



This mission is actually guite easy if you approach the sensor station from the luest side of the area, up in the hills. Smitch your EH damp- 
ener on and make your may to the hills, giuing the perimeter of the Hog base a ujide berth. lUhen you climb the hills, you can pick off the 
turrets uiith the particle beam and destroy the drones ujith your railgun. Ulhen that's done, and you'ue finished off any POAs foolish enough 
to engage you from your sniper's nest aboue the Hog installation Iremember that the altitude giues your grenade launcher extra range!), tar- 
get the sensor and fire auiay. You may need to jump into the air to get a clear shot. Finish it off and make your may to the dropship. This 
mission is pretty easy. 


00; /so 
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OPERITION 

IVY^ 


Mission Briefing: Take a squad and get an ID lock on supplies in a small Heq base. Go ouer the hills north of gour drop-off 
because the passes are guarded. 


lieuj technology: Missile launcher [at lasti] 


Heg Hssault P6H 
Pilot Strength: 100 
Armor 100 
[nergy?i: 100 
PouierX: 100 
Cooling 100 
JJet Fuel: 100 
JJet Thrust %. 100 
lOeapons: 

Heg thermal disrupter 
Heg particle beam 
Heg grenade launcher 


2 Heq Assault PBAs 
Pilot Strength: 
Armor 7o: 100 
Energy 100 


Cooling 100 
JJet Fuel: 100 
JJet 

lOeapons 
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Heg Assault PBA 
Pilot Strength; 100 
Armor 100 
Energy %: 100 
PoujerX: 100 
Cooling 100 
JJet Fuel: 100 
JJet Thrust 100 
Uleapons: 

Heg thermal disrupter 
Heg particle beam 
Heg pulsar 

Heg Stinger PBA 
Pilot Strength: 100 
Armor %: 100 
Energy %: 100 
PoQjerX; 100 
Cooling %: 100 
JJet Fuel: 100 
JJet Thrust 7o; 100 
lUeapons: 

Heg pulsar 
Heg particle beam 

Heg Juggernaut PBA 
Pilot Strength: 100 
Armor %: 100 
Energy 7o: 100 
Pooler 1 100 
Cooling 100 
JJet Fuel: 100 
JJet Thrust X: 100 
IHeapons: 

Heg heauy particle beam 
Heg pulsar 

Heg thermal disrupter 


Heg Juggernaut PBA 
Pilot Strength: 100 
Armor X: 100 
Energy X: 100 
PouierX: 100 
Cooling X: 100 
JJet Fuel: 100 
JJet Thrust X: 100 
yjeapons: 

Heg Tripulsar 
Heg pulsar 

Heg grenade launcher 

Heg Juggernaut PBA 
Pilot Strength: 100 
Armor X: 100 
Energy X: 100 
Potuer X: 100 
Cooling X: 100 
JJet Fuel: 100 
JJet Thrust X: 100 
lUeapons: 

Heg grenade launcher 
Heg pulsar 

Heg thermal disrupter 

2 Clone Hark Is 
Pilot Strength: 100 
Armor X: 100 
Energy X: 100 
Pooler X: 100 
Cooling X: 100 
JJet Fuel: 100 
JJet Thrust X: 100 
Uleapons: 

Heg heauy particle beam 
Heg pulsar 
Heg particle beam 


Clone Hark 1 
Pilot Strength: 100 
Armor X: 100 
Energy X: 100 
Pooler X; 100 
Cooling X: 100 
JJet Eoel: 100 
JJet Thrust X: 100 
Uleapons: 

Heg missile launcher 
Heg Tripulsar 

Clone Hark I 
Pilot Strength: 100 
Armor X: 100 
Energy X: 100 
Pooler X: 100 
Cooling X: 100 
JJet Fuel: 100 
JJetThrostX: 100 
Uleapons: 

Heg heauy particle beam 
Heg Tripulsar 
Heg missile launcher 

Clone Hark I 
Pilot Strength: 100 
Armor X: 100 
Energy X: 100 
Pooler X: 100 
Cooling X; 100 
JJet Eoel: 100 
JJet Thrust X: 100 
Uleapons: 

Heg heauy particle beam 
Heg grenade launcher 
Heg Tripulsar 


Clone Mark I 
Pilot Strength: 100 
Armor ?S: 100 
Energy 7o: 100 
Poioerli: 100 
Cooling 100 
JJet fuel: 100 
JJet Thrust 100 
llleapons: 

Heg Iripulsar 
Heg grenade launcher 

Hech biped 

Pilot Strength: 100 
Armor 1 100 
Energy 100 
Pooler 7o: 100 
Cooling 7o: 100 
JJet fuel: too 
JJet Thrusts 100 
lOeapons: 

Heg Tripulsar 
Heg grenade launcher 
Heg particle beam 
Heg pulsar 

Mech biped 

Pilot Strength: 100 
Armor %: 100 
Energy 100 
Pooler X: 100 
Cooling 1 100 
JJet fuel: 100 
JJet Thrust %: 100 


Uleapons: 

Heg heauy particle beam 
Heg missile launcher 
Heg pulsar 

Mech biped 

Pilot Strength: 100 
Armor 7o: 100 
Energy 100 
Pooler 7o: 100 
Cooling 7o: 100 
JJet fuel: 100 
JJet Thrust %: 100 
lOeapons: 

Heg missile launcher 
Heg pulsar 
Heg particle beam 

light tank 
Energy %: 100 
Pooler %: 100 
Armor 7o: 100 
Uleapons: 

Heg pulsar 
Heg railgun 

light tank 
Energy 100 
Pooler 7o: 100 
Armor %: 100 
Uleapons: 

Heg particle beam 
Heg pulsar 


3 Hornet drones 
Energy ^o: 100 
Pooler %: 100 
Armor 100 
Uleapons: 

Heg pulsar 

Hegemony supply post 

2 Hegemony landing pads 

Mission Summary: 

PBOs-19 

Heg Stinger POAs-l 
Heg Assault PBAs-fi 
Heg Juggernaut PBAs-3 
Clone Mark ls-6 
Mech bipeds-3 
Uehicles-2 
Light tanks-2 
Aircraft-3 
Hornet drones-3 
lnstallations-3 
Uleapons-0 



00:1S3 



Recommended configuration: Ihe squad is set. lake eueryone in heauies. luith a particle beam, railqun. and missile launcher for you and 
Ashford, fhermal. grenades, railgun, and particle beams for Gags and Haggle, flutodocs for all! 



You're immediately ambushed by a small group of Hogs-use your missile launcher and particle beam to finish them off. Ouer the crest of the 
hill you see mech bipeds, light tanks, and a smarm of Hogs malting to ambush you-not the lightly guarded station you expected. Get an 10 
lock on any building, and you get the signal that the mission is aborted. Head right back to the dropship. 

You can use your missile launcher to rain destruction on them from aboue, to soften them up before they come charging after you. It s fun to 
match the missile’s arc and explosion. . . and the scattered PBR parts. 
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OPERATION 

SERAPHIMA 




Hission Briefing: Clansman Pefrousk’s transport has been shot douin. and the SFC has to find the transport and protect it from Hogs 


Heg Rssaolt PBH 
Pilot Strength: 100 
Hrmor^: 100 
[nergyt 100 


Cooling 100 
JJet Fuel: 100 
JJet Thrust 100 
Uleapons: 

Heg pulsar 
Heg particle beam 

I Heg Assault PBAs 
Pilot Strength: 100 
Armor 7o: 100 


Pooler 1 100 


JJet Fuel: 100 
JJet Thrust %: 100 
lUeapons: 

Heg pulsar 
Heg particle beam 
Heg grenade launcher 


Heg Juggernaut PBA 
Pilot Strength: 
Armor 1 100 
Energy 7o: 100 
Pooler 
Cooling % 

JJet 
JJet 


Heg grenade 
Heg particle 
Heg pulsar 








Heg Juggernaut PBH 
Pilot Strength: 100 
Armor 100 
Energg^o; 100 
PoujerX: 100 
Cooling °/i: 100 
JJetFuel: 100 
JJet Ihrustyo; 100 
lOeapons: 

Heg heaug particle beam 
tteg thermal disrupter 
Heg particle beam 
Heg grenade launcher 

Heg Juggernaut POH 
Pilot Strength; 100 
Armor 7o: 100 
Energg %. 100 
Pooler 7o: 100 
Cooling 100 
JJetFuel: 100 
JJet Ihrust ?{: 100 
llleapons: 

Heg grenade launcher 
Heg heaug particle beam 
Heg pulsar 
Heg particle beam 


2 Clone Hark Is 

2 Honter drones 

Pilot Strength: 100 

Energy X: 100 

Armor 100 

Poorer X: 100 

Energg 100 

Armor X: 100 

Pooler X: 100 

lOeapons: 

Cooling X: 100 
JJetFuel: 100 

Heg railgun 

JJetIhrustX: 100 

Centauri transport 

Uleapons: 

Energy X: 100 

Heg heaug particle beam 

Poorer X: 100 

Heg grenade launcher 

Armor X: 100 

Heg Tripulsar 

llleapons: Hone 

Heg thermal disrupter 

Hission Summary 

4 Spy drones 

PBAs-0 

Heg Assault PBAs-3 

4 Hornet drones 

Heg Juggernaut PBAs-4 

Energy X: 100 

Clone Hark ls-2 

Poorer X: 100 

Uehicles-0 

Armor X: 100 

Aircraft-12 

llleapons: 

Hornet drones-4 

Heg pulsar 

Spy drones-4 
Hunter drones-2 

Bomber drone 

Bomber drones-1 

Energy X: 100 

Centauri transport-1 

Pooler X: 100 

lnstallations-0 

Armor X: 100 
llleapons: 

Uleapons-0 


Heg grenade launcher 


Recommendeil configuration: Bring along all the uieapons specialists and a repair specialist, all in heauy suits. Uleapons specialists 
should haue a missile launcher, laser, and particle beam. The repair specialist should haue grenade launcher, thermal disruptor. parti- 
cle beam, and railgun. Take the trusty autodocs. 



Haue your sguad stay to the left side of the search circle and moue up. They take out incoming drones as you bound toujards the dis- 
abled ship, uihich is located on the perimeter of the circle in the northmest corner, leaue a feui mines northuiest and northeast of the 
ship for the oncoming PBRs. Stay clear of that area, because drones can detonate the mines. 

four immediate problem is the drones that attack you, especially the bomber drones. Use your laser and uiipe out the drones as soon 
as possible. Ulhen the Hogs come from northeast of the ship, use the missile launcher to hit them from a distance. Rnother group 
comes from the south, but your squad should be able to take care of them. Be careful not to use your missiles uihen there are friend- 
lies in the target zone. 




MISSION 


36J 


OPERATION 

CROPOOSTER^ 


Story: lilhen you threaten to throm Brandt off the squad for his 
Yurie hai. the Ionian life memory ritual to atone 
stalks off. Ihen. as he enters HaePherson’s 

Mission Briefing: Sarah Ulalker is giuing the 
eiiplosiue module. It's easy to use and is an 

Heuj technology: Dentonium module 

2 [lone Mark Is 
Pilot Strength: 100 
Armor ?4: 100 
[nergyX: 100 
Pouter 7o: 100 


JJet Fuel: 100 
J Jet Thrust 7o: 100 
Uleapons: 

Heg heauy particle beam 
Heg grenade launcher 
Beg iripulsar 
Heg thermal disrupter 
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3 Hornet drones 
[nergy 1 -. 100 
Pooler ?5: 100 
0r(nor7o: 100 
UJeapons; 

Heg pulsar 

3 Bomber drones 
[nergy 100 
Pooler 100 
Armor %; 100 
lUeapons: 

Heg grenade launcher 


Kission Summary: 

PBAs-17 

Heg Assault PBOs-3 
Heg Juggernaut PBAs-0 
Clone Hark ls-5 
Uehicles-I 
Haruester-1 
Aircraft-6 
Hornet drones-3 
Bomber drones-3 
lnstallations-0 
lUeapons-0 


Aecommended configuration: All uieapons specialists in heauy PBAs, uiith a particle beam, laser, and missile launchers. Autodocs 
should be the ASf unless you uiant to eguip one or tuio squaddies uiith the mine layer-order them to retreat and they'll drop mines for 
the incoming Hegemony squads to discouer. 




Use the lasers on the drones uihen you start mouing touiard the haruester, uihich is guarded by Hog PBAs and clones. A patrol mill come 
from the east, so haue your missile launcher ready. 

Once you pick off the Hogs mith your missile launcher and particle beam, the mission is quite easy. Time your jump ouer the 
installation-just as you pass ouer the top. press S to leaue the module and hit the ground running. The flash tells you the installation's 
history. 


00:153 
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OPERATION 

MERCORY^ 


to Clansman Archer to preuent Archer | 
so just knock off the truck's guards and | 


And don't forget to enjoy the beautiful Saaran clouds. . . 


Hission Briefing: Uialker is noui commander. Ihis is a solo drop, 
from negotiating his oujn peace uiith the Hogs, fhe courier's truck 
the truck mill stop. 


Clone Mark II 
Pilot Strength: 100 
Armor %: 100 
energy %: 100 
Pomerl 100 
Cooling %: 100 
JJet Fuel: 100 
JJet fhrust %. 100 
lUeapons: 

Heg missile launcher 
Heg railgun 
Heg fripulsar 


Heu) technology: Personal shield 


Clone Nark II 
Pilot Sfrength: 100 
OrmorX: 100 
energy 7o: 100 
Pooler 100 
Cooling 100 
JJet Fuel: 100 
JJet Ilirust %; 100 
Uleapons: 

Heg Iripulsar 
Heg Heauy grenade 

3 Heg Juggernaut POOs 
Pilot Strength: 100 
Armor Si: 100 
Energy^: 100 
PoujerJS: 100 
Cooling %. 100 
JJet Fuel: 100 
JJet Ihrust 100 
lUeapons: 

Heg Iripulsar 
Heg grenade launcher 
Heg particle beam 


2 Heg Assault PBAs 
Pilot Strength: 100 
Armor X: 100 
Energy %: 100 
Poiijer^: 100 
Cooling %: 100 
JJet Fuel: 100 
JJet Ihrust 7o: 100 
Uleapons: 

Heg pulsar 

Heg grenade launcher 
Heg particle beam 

Hission Summary: 

POAs-0 

Heg Assault PBAs-2 

Heg Juggernaut PBAs-3 

Clone Mark lls-4 

Uehicles-0 

Aircraft-0 

lnstallations-0 

lOeapons-0 


Recommended configuration: Heauy suit, missile laundier, particle beam, railgun. and personal shield. 



The rauines are craujling uiith Hogs, fls soon as they jump you. an unidentified aircraft strafes them inith pinpoint precision. The mission is 
aborted, so head to the pickup point. 

You still haue to tight your may past the Hogs near the pickup point, so ready your missile launcher and tire atuay. Use your personal shield 
and back into the rauines tor couer uihen they come at you. Fighting your may out should be easy it you use the nom-clear eastern rauines 
to hit and run mith the Hogs in the area around the pickup. You can back up and turn into the intersections mhile tiring at pursuing PBHs and 
clones. 

CRMBIIT TIP: TRY TR FIHR IHINY TRRRPS RlFRHl lY SPRT YRR. RHR RSI IRNR-RRNRl iRPRHRY TR INFIICI RRHRRl RFFRHF TRIY CRH 
RIHCI. IHIMY IRRRPS OFTIH IRHRRF YIIRPRHS Fi IF lY CRHHRI REFECT YRRH PRR lYlIR IRFIR SFHSRRS. RSF RRRHES RERRIRRIY TR 
RET R RRICR SEHSRR SCRH RF FRF RHFR. RRRHES CRH REFFCF ENEMY FRRRPS RE R RRERFER RISFRNCE FRRN YRRR PRR CRN. SR ERRNCR 
RNE RNR SCRRF FRE RREfl. RNCE YRR’VE RSER YRRR SENSRRS FR SPRF FRE ENEMY. FRRN RRRRNR FR FRCE FREM RNR VISRREIY TRRM IN. 

FRRRPS FRRF YRR MRY NRF SEE RF SFRNRRRR IRRM RRFES CRN RFFEN RE SEEN RF U RR SY 2RRM RRFES. RSE MRRNFRINS RR RUES ERR 
CRVER RS YRR CRME INFR EIRINR RRNRE. RNR IF YRR RRVE RN EM RRMPENER. RSE IFI 
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Story: [ueryone's caught Sonny sneaking back into the base. Euen though it luas Sonny in the fighter that saued 
belieue him to be the traitor. Sonny claims he's been getting information from the Hogs. Gags' memory 
he mas a crack Hog fighter pilot mho fled because he didn't belieue in the Hog philosophy. That 
midst. 

Mission Briefing: You and the squad must go in and leuel a Heg military communications installation 
Destroy the equipment quickly before reinforcements arriue-you haue ten minutes or the dropship 
Hog encampment to the southmest of the facility, so moue quickly or you'll be left behind. 


Hem technology: Ionic fusion rifle 

Heg Juggernaut PBII 
Pilot Strength: 100 
Armor ?5: 100 
[nergy%: 100 
PomerX: 100 
Cooling X: 100 
JJetFuel: 100 
JJet fhrust 100 
llleapons: 

Heg heauy particle beam 
Heg thermal disruptor 
Heg particle beam 


Heg Juggernaut PBH 
Pilot Strength 
Armor %. 
energy 
Pomer 
Cooling 
■ JJet 
JJet 
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I Heg Juggernaut PBfIs 
Pilot Strength: 100 
flr(iior7o: 100 
[nergyX: 100 
Pooler 7o: 100 
Cooling 100 
JJet Fuel: 100 
JJet Thrust ?5: 100 
llieapons: 

Heg Iripulsar 
Heg grenade launcher 
Heg missile launcher 


0 Clone Hark 11s 
Pilot Strength: 100 
Armor 7o: 100 
[nergyt 100 
Pooler 7o: 100 
Cooling X: 100 
JJet Fuel: 100 
JJet Thrust 7o: 100 
llleapons: 

Heg missile launcher 
Heg railgun 
Heg thermal disrupter 


2 Clone Hark lls 
Pilot Strength: 100 
Armor 7o: 100 
Energy 100 
Pooler 7o: 100 
Cooling 7o: 100 
JJet Fuel: 100 
JJet Thrust %: 100 
lUeapons: 

Heg missile launcher 
Heg railgun 
Heg grenade launcher 
Heg pulsar 


Clone Hark 1 

4 Clone Hark lls 


Pilot Strength: 100 

Pilot Strength: 100 

3 Clone Hark lls 

Armor ?i: 100 

Armor 100 

Pilot Strength: 100 

Energy 1 100 

Energy 100 

Armor 7o: 100 

Pooler 7o: 100 

Pooler %: 100 

Energy 100 

Cooling %: 100 

Cooling 7o: 100 

Pooler ?J: 100 

JJet Fuel: 100 

JJet Fuel: too 

Cooling %: 100 

JJet Thrust 1 . 100 

JJet Thrust 7o: 100 

JJet Fuel: 100 

lOeapons: 

Hleapons: 

JJet Thrust 7o: 100 

Heg heauy particle beam 

Heg missile launcher 

llleapons: 

Heg grenade launcher 

Heg railgun 

Heg missile launcher 

Heg Tripulsar 

Heg thermal disrupter 

Heg railgun 

Heg thermal disrupter 

Heg pulsar 

Heg grenade launcher 
Heg pulsar 


OOtW 


3 mech bipeds 

Pilot Strength: 100 
(IrmorJS: 100 
[nergyX: 100 
PoiuerX: 100 
Cooling 1 100 
JJet Fuel: 100 
JJet Ihrustyo: 100 
lUeapons: 

Heg grenade launcher 
tieg heaug particle beam 
Heg Iripulsar 

4 bulldozers 

4 Hegemony trucks 

2 heauy tanks 

energy 100 
Poiuerl 100 
Hrmor?i: 100 
lOeapons: 

Heg heauy missile 
Heg heauy particle beam 

3 earth mouers 

Hornet drone 
energy 7o: 100 
PoQjerX: 100 
Armor %: 100 
llleapons: 

Heg pulsar 


5 Bomber drones 
energy 7o: 100 
PoiuerX: 100 
Armor 7o: 100 
llleapons: 

Heg grenade launcher 

3 Hunter drones 
energy X: 100 
Poiuer%: 100 
Armor 7o: 100 
llleapons: 

Heg railgun 

Hegemony encampment 

2 fuel pods 

Hission Summary: 

PBAs-32 

Heg Juggernaut PBAs-13 
Clone Hark ls-1 
Clone Hark lls-lS 
Hech bipeds-3 
l)ehlcles-12 
Hegemony trucks-4 
Heauy tanks-2 
Bulldozers-3 
earth mouers-3 
Aircraft-0 
Hornet drones-1 
Hunter drones-3 
Bomber drones-5 
lnstallations-3 
Uleapons-0 





Recommended configuration: lake meapons experts, each uuifh a particle beam, ionic fusion rifle, missile launchers, and personal shield. 
Hylonas isn't a bad choice tor this mission it you don't haue any lueapons specialists auailable. 


this mission is easy to complete, but it isn't as simple to get all the guards, there are some bulldozers outside the malls, so destroy them 
too. the other PBRs are to the H/Nlll. mouing ujest. Once you finish them, the mission is complete, but more clones IHark lls) and Heg PBRs 
dog you. Your missiles and particle beam should be more than enough to keep them at bay. 




MISSION 
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OPERATION 
COlO WAR^ 


Mission Briefing: Put on a pirate PBfl, infiltrate the pirate base solo, and tap into their communications systems ujith a descrambler. 
It should take about a minute to 


I Captains 
Pilot Strength; 
Armor 7o: 100 
energy 100 
PouierX: 100 
Cooling X: 100 
JJet Fuel; 1 
JJet 

lUeapons 


Pilot Strength: 100 
Armor %: 100 
energy 7o: 100 
PouierJS: 100 
Cooling X: 100 
JJet Fuel: too 
JJet Thrust %: 100 
Uleapons: 

Pirate heauy pulsar 

Pirate pulsar 




Pirate barracks 
Pirate touier 
Pirate depot 

3 obseruatory buildings 
Pirate lookout stations 
2 turrets 


Recommended configuration; Preset. 


Hission Summary: 
PBRs-H 
Pirates-12 
Captains-2 
l)ehicles-0 
flircraft-0 
Installations- 
UJeapons-0 


you're dropped to the south of a major riuer. Circle around to the south side of the base. It's pretty mountainous there, so the going mill be 
slou). 

Once in the base, moue to the pirate relay stations to the ujest of the base. Begin your data transfer, and keep a sharp eye on the tuio enemy 
PBRs Qjalking around the base. They still think you're friendly, so don't start the firelight just yet. Just as you complete the data transfer, 
an alarm klanon sounds. Get out of the base RSflP! 

Head for your dropship landing point, to the east of the base on the north side of the riuer. If you stop to fight, you'll be up against tiuo 
PBRs and a turret. Hormally, that might not be such a problem, but you're in a pirate PBR, so you can't stand up to these guys for long. 

Your best option is to just run as fast as you can to the dropship. 




MISSION 


OPERATION 
AEGIS ► 


Story: SFC has discouered the traitor-it's Ashford. His delusions of purity led him to the Hegemony. But rather than submit to cap- 
ture. Ashford throujs himself off the SFC base. His reminder about the Hegemony pulse cannon leai 

Hission Briefing: Ihe Hogs haue established a satellite blockade ouer Ihatcher. Ihey'ue finished a 
use it on the SFC base. But you haue to reprogram the control center before you can use the pulse 
Hake sure the cannon is destroyed. 


Hem technology: Autoturrets Itook them long enough-you used them in your training 


Clone Hark II 
Pilot Strength: 100 
Armor ^o: 100 
Energy X: 100 
PoujerX: 100 
Cooling 7o: 100 
JJet Fuel: 100 
JJet Ihrustl 100 
llleapons: 

Heg missile launcher 
Heg railgun 
Heg Fripulsar 


Clone Hark I 
Pilot Strength: 
Armor ?i: 100 
Energy %: 100 


JJet Fuel: too 
JJet Thrust 100 
Oieapons: 

Heg railgun 
Heg heauy particle 
Heg particle beam 



Clone Hark I 
Pilot Strength: 100 
flrmoryo: 100 
Energy %■. 100 
Poiijer7o; 100 
Cooling 100 
JJetfuel: 100 
JJet Ihrust 54: 100 
lUeapons: 

Heg railgun 

Oeg heauy particle beam 

Clone Hark 1 
Pilot Strength: 100 
Hrmor54: 100 
Energy 54: 100 
Poiuer54: 100 
Cooling 54: 100 
JJetEuel: 100 
JJet Thrust 54: 100 
Uleapons: 

Heg missile launcher 
Heg pulsar 
Heg railgun 


Clone Hark 1 
Pilot Strength: 100 
Armor 54: 100 
Energy 54: 100 
Poujer54: 100 
Cooling 54: 100 
JJetEuel: 100 
JJet Thrust 54: 100 
Uleapons: 

Heg heauy grenade 
Heg Tripulsar 
Heg pulsar 
Heg particle beam 

Clone Hark 1 
Pilot Strength: 100 
Armor 54: 100 
Energy 54: 100 
Pooler 54: 100 
Cooling 54: 100 
JJetEuel: 100 
JJet Thrust 54: 100 
Uleapons: 

Heg missile launcher 
Heg pulsar 

Heg grenade launcher 


Heg Juggernaut POA 
Pilot Strength: 100 
Armor 54: 100 
Energy 54: 100 
Pouier54: 100 
Cooling 54: 100 
JJet Fuel: 100 
JJet Thrust 54: 100 
Uleapons: 

Heg Tripulsar 
Heg particle beam 

Heg Juggernaut POA 
Pilot Strength: 100 
Armor 54: 100 
Energy 54: 100 
Pooler 54: 100 
Cooling 54: 100 
JJetEuel: 100 
JJet Thrust 54: 100 
Uleapons: 

Heg grenade launcher 
Heg pulsar 
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Juggernaut P6H 

Clone Mark 11 

Clone Mark II | 

Pilot Strength: 100 

Pilot Strength: 100 

Pilot Strength: 100 

Armor X: 100 

Armor %: 100 

Armor! 100 1 

[nergy?i: 100 

Energy 7o: 100 

Energy! 100 

PouierX: 100 

Poiueryo: 100 

Pou)er!100 ' 

Cooling %: 100 

Cooling Ti: 100 

Cooling! 100 i 

JJet Fuel: 100 

JJet Fuel: 100 

JJet Fuel: 100 

JJetIhrustX: 100 

JJet Thrust %: 100 

JJet Thrust ! 100 1 

llleapons: 

Uleapons: 

Uleapons: , 

Heg heauy particle beam 

Heg missile launcher 

Heg missile launcher 

tieg pulsar 

Heg railgun 

Heg railgun | 

Juggernaut POO 

Heg heauy particle beam 

Heg pulsar 

Pilot Strength: 100 

Clone Mark 11 

Clone Mark II | 

Armor %: 100 

Pilot Strength: 100 

Pilot Strength: 100 ' 

energy 100 

Armor 100 

Armor! 100 , 

PoQjeryo:100 

Energy 7o: 100 

Energy! 100 

Cooling 7o: 100 

Poujer7o: 100 

Poiuer7o:100 1 

JJet Fuel: 100 

Cooling ^o: 100 

Cooling! 100 

JJet Thrust %: 100 

JJet Fuel: 100 

JJet Fuel: 100 

Uleapons: 

JJet Thrust 7o: 100 

JJet Thrust! 100 

Heg grenade launcher 

Uleapons: 

Uleapons: 

Heg pulsar 

Heg missile launcher 

Heg missile launcher 

Heg particle beam 

Heg railgun 

Heg railgun 

le Mark 11 

Heg particle beam 

Heg heauy particle beam 


Heg heauy particle beam 

Pilot Strength: 100 

Clone Mark 11 

Armor 100 

Pilot Strength: 100 

3 Bomber drones 

Fnergy^o: 100 

Armor 1 100 

Energy! 100 

PouierSi: 100 

Energy! 100 

Poujer! 100 

Cooling X: 100 

Pouier! 100 

Armor! 100 

JJet Fuel: 100 

Cooling! 100 

Uleapons: 

JJet Thrust ?S: 100 

JJet Fuel: 100 

Heg grenade launcher 

lUeapons: 

JJet Thrust! 100 


Heg pulsar 

Uleapons: 

0 Hornet drones 

Heg grenade launcher 

Heg missile launcher 

Energy! 100 

Heg heauy particle beam 

Heg railgun 

Pouier7o: 100 

Heg pulsar 

Armor! 100 
Uleapons: 

Heg pulsar 





i 


i 


t 





Hegemony touier 

3 Hegemony encampments 

6 Hegemony storage facilities 
6 Hegemony supply posts 

4 Hegemony command tourers 
Hegemony control station 

5 Hegemony munitions touiers 
I Hegemony command touiers 
Hegemony pulse cannon 


Mission Summary: 

PBfls-17 

Heg Juggernaut PBfls-4 
Clone Hark Is-G 
Clone Hark lls-7 
l)etiicles-0 
(lircraft-B 
Hornet drones-6 
Bomber drones-3 
lnstallations-30 
Uleapons-0 


Hecommended configuration: You. Brandt. Gags, and Gomez. Heauy suits. lUeapons specialists: missile launcher, laser (for the drones), par- 
ticle beam, and personal shield. Eueryone else: particle beam, laser, ionic fusion rifle, grenade launcher, autoturrefs Ifor retreats). 





You're dropped near the southeast corner of the base. Head northuiest ujith your goggles at maKimum zoom. Hear the southeast corner, 
there's a munitions touier and a Heg Juggernaut PBH. The touier is no threat, but the tuio Hog PBRs are. lock onto the PBH and dose in 
to about IBO meters or so. Launch tujo missiles-and that should be the end of that. 

Houe most along the south ujalL heading for the entrance on the luest side of the base. H Heg Juggernaut PBH jumps ouer the luall and 
attacks you. He should be easy to take out. Continue along the luall and a half-dozen or so drones pop up ouer your heads. These are 
relatiuely simple to destroy, but they're packing some serious firepouier, so kill them quickly. 

On the uiest side of the base is another hotspot-knock the turrets doujn and retreat ujhen the PBHs jump ouer the mall and attack. Hse 
your missiles to clear the air and leaue autoturrets to soften up the opponents. You can also haue Gags reuiire the turrets. 

Make sure you protect your demolitions enpert! 

Jump ouer the inner mall of the base, and tell your electronics expert to fire the cannon. Once it fires and the satellite bloms up. 
send your explosiues guys to destroy the cannon and the control station. 

Make sure you kill the Hogs, group by group, before you go in. 

Hlong the mest mall, tmo turrets are stationed near the entrance to the base. Oeploy seueral autoturrets near this area, because 
you're about to be smarmed by six to eight enemy Mk II clones and heauy PBHs. Once they'ue been dispatched, go into the base and 
head for the north side. Three pairs of clones and heauy PBHs engage you. but they come at you in maues. and you should be able to 
kill them mithout taking too much damage. Seueral Bomber drones attack from the north side of the base, but they should be easy to 
kill as mell. 


Go to the pickup point, detonate the charges, and call the dropship. 


MISSION 




Hission Briefing: Destroy an abandoned Centauri meapons facility that the Hogs are trying to bring back online 


4 Clone Mark I Is 
Pilot Strength: 100 
Armor ?S: 100 
energy^: 100 
PoiJjerX: 100 
Cooling %: 100 
JJet Fuel: 100 
J Jet Thrust 7o: 100 
lOeapons: 

Heg missile launcher 
Heg railgun 
Heg thermal disruptor 

Heg Juggernaut PBH 
Pilot Strength: 100 
Armor %: 100 


3 Heg Juggernaut POAs 
Pilot Strength: 
Armor %: 100 
Fnergy %: 100 
Poiuer?J: 100 
Cooling %: 100 
JJet Fuel: 100 
JJet fhrust %. 
lOeapons: 


Pooler %: 100 


JJet Fuel: 100 
JJet fhrust 7o: 100 
lOeapons: 

Heg fripulsar 
Heg grenade launcher 
Heg particle beam 
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[lone Mark I 
Pilot Strength: 100 
llrmoryo: 100 
Energy 100 
Poiuer^S: 100 
Cooling %: 100 
JJetFuel: 100 
JJet Thrust 100 
Uleapons: 

Heg grenade launcher 
tieg railgun 
Keg Iripulsar 
Heg thermal disruptor 

4 Heg Juggernaut PBfls 
Pilot Strength: 100 
Armor 7o: 100 
Energg?i: 100 
Poujer?5: 100 
Cooling 100 
J Jet fuel: too 
JJet Thrust 7o: 100 
lOeapons: 

Heg Tripulsar 
Heg grenade launcher 
Heg particle beam 

Clone Hark 1 
Pilot Strength: 100 
Armor X: 100 
Energy 100 
Pouier^: 100 
Cooling 100 
JJet Fuel: 100 
JJet Thrust 1 100 
llleapons: 

Heg heauy particle beam 
Heg grenade launcher 
Heg Tripulsar 
Heg thermal disruptor 


Clone Hark II 
Pilot Strength: 100 
Armor 7o: 100 
Energy %. 100 
PouierJi: 100 
Cooling X: 100 
JJet Fuel: 100 
JJet Thrust %: 100 
llleapons: 

Heg missile launcher 
Heg railgun 
Heg thermal disruptor 
Heg pulsar 

Heg Assault PBA 
Pilot Strength: 100 
Armor X: 100 
Energy %: 100 
Poujeryo: 100 
Cooling 7o: 100 
JJetFuel: 100 
JJet Thrust 7o: 100 
llleapons: 

Heg pulsar 

Heg grenade launcher 
Heg particle beam 

Hedium tank 
Energy %: 100 
Poujer?{: 100 
Armor %: 100 
llleapons: 

Heg Tripulsar 
Heg railgun 

Hedium tank 
Energy 1 100 
Potuer7o: 100 
Armor 7o: 100 
lOeapons: 

Heg heauy particle beam 
Heg grenade launcher 


Light tank 
Energy 100 
Poiuer7o: 100 
Armor 1 100 
llleapons: 

Heg heauy particle beam 
Heg Tripulsar 

2 Sujooper drones 
Energy ^o: 100 
Poujerl 100 
Armor X: 100 
llleapons: 

Heg particle beam 

4 Bomber drone 

Energy %: 100 
PoujerX: 100 
Armor 7o: 100 
lOeapons: 

Heg grenade launcher 

5 research buildings 

Hission Summary: 

PBAs-IB 

Heg Assault PBAs-1 
Heg Juggernaut PBAs-B 
Clone Hark ls-4 
Clone Hark lls-5 
Behicles-3 
Light tanks-1 
Hedium tanks-2 
Aircraft-6 
Bomber drones-4 
Sujooper drones-2 
Installations-S 
lOeapons-0 
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RecomfnGiided configuration: lako weapons oxports, oach in a hoauy suit mith missilo launchor, ionic fusion ritlo, parficlo beam, and auto- 
turrets. fllso bring a demolitions expert in a heauy suit luith grenade, laser, particle beam, and ionic fusion rifle. 



You land to the northeast of the base. (Is your commander indicated, your maps are uirtually worthless because the base has shifted com- 
pletely aiuay from luhere they indicate. Head luest around the mountain directly to the south of your position, and you should soon see the 
base. It's crauiling luith troops. Seueral PBfls are uiaiting for you to the north, south, and east of the base, along uiith numerous bomber 
drones, fhere are also a couple of tanks on the compound. Be careful of them, because they're pretty poujerful. 

(Ipproach the luestern luall. drop autoturrets, and use the missile launcher to knock out the tanks. Bestroy the buildings-you can do that 
from a distance-and head for pickup. 


00:186 



MISSION 




OPERATION 

SPARKPIOO^ 


Clone Hark II 
Pilot Strength: 
firmer X: 100 
[nergy^o: 100 
Poiijer?S: 100 
Cooling I 
JJet Fuel: 


V \ 








Clone Mark 1 

Heg Juggernaut PBH 

Heg Juggernaut POO 

Pilot Strength: 100 

Pilot Strength: 100 

Pilot Strength: 100 

flrmorl 100 

Armor 7o: 100 

Armor %: 100 

Energy 7o; 100 

Energy ^o: 100 

Energy^: 100 

PomerX: 100 

Pooler ?S: 100 

Poiuer7«: 100 

Cooling %: 100 

Cooling %: 100 

Cooling %: 100 

JJet Fuel; 100 

JJet Fuel; 100 

JJet Fuel: 100 

JJet Ihrust 100 

JJet Ihrust 55: 100 

JJet Thrust ?i: 100 

illeapons: 

llleapons: 

llleapons: 

Heg Heaug missile 

Heg heaug particle beam 

Heg grenade launcher 

Heg particle beam 

Heg thermal disruptor 

Heg particle beam 

Heg pulsar 

Heg pulsar 

Heg Iripulsar 


Heg Juggernaut PBH 

Heg Juggernaut PBH 

2 mech bipeds 

Pilot Strength: 100 

Pilot Strength: 100 

Pilot Strength; 100 

Armor 100 

Armor %: 100 

Armor %: 100 

Energy 100 

Energy 100 

Energy 100 

Poujerl 100 

Poujer7o: 100 

Poiuer%: 100 

Cooling 7o: 100 

Cooling %: 100 

Cooling To: 100 

JJet Fuel; 100 

JJet Fuel; 100 

JJet Fuel: 100 

JJet Thrust 7o: 100 

JJet Thrust 1 100 

JJet Thrust %: 100 

llleapons: 

llleapons: 

llleapons: 

Heg heaug particle beam 

Heg railgun 

Heg grenade launcher 

Heg pulsar 

Heg heaug particle beam 

Heg heaug particle beam 
Heg Tripulsar 
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5 Centauri trucks 

Light tank 
[nergy %. 100 
PouierJS: 100 
flr(iior5{: 100 
Uleapons: 

Heg particle beam 
Heg railgun 

4 Hunter drones 
Energy 100 
Pooler 100 
Armor 7o: 100 
UJeapons: 

Heg railgun 


4 Suiooper drones 
Energy X: 100 
PoujerX: 100 
Armor X: 100 
llleapons: 

Heg particle beam 

3 Centauri transport 
Energy 100 
Pooler 100 
Armor ?{: 100 
IHeapons: Hone 


Mission Summary: 

PBAs-10 

Heg Juggernaut POAs-4 
Clone Mark ls-2 
Clone Mark lls-2 
Mech bipeds-2 
Uehicles-6 
Centauri trucks-5 
light tanks-! 
Aircraft-11 
Hunter drones-4 
Soiooper drones-4 
Centauri transports-3 
lnstallations-0 
llleapons-0 


Aecommended configuration: lake as many oieapons experts as possible. Outfit them in heauy suits. Giue one oieapons eupert a S1A Mark 10 
and missile launchers. The others should haue //oeuplosiue oieapons. because they are there to guard the ships. Autoturrets for all. 



i 

i 

i 

i 

i 

i 

i 
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Ih8 codDoy is mouing pretty fast up the road, and they mill be ambushed at tiuo points. Ihe first ambush mill occur at the northern inter- 
section. (1 tank and six PBIIs luill attempt to destroy at least one of the trucks as they pass by. Ihe other occurs near the spaceport, and 
consists of drones, a half-dozen PBfIs. and \m mech bipeds. Send your three team members to the spaceport. Ihey'll tie up the enemy 
forces luhen they appear there. Heaniuhile. head north along the road. (Is you get close to the northern intersection, drop six to eight of 
your autofurrets near the road. Suiitch uueapons to your SIR Mark III and charge the enemy. Bon't stick around too long, flnce the last truck 
passes, retreat up the road along luith it. four autoturrets mill soften up or euen destroy your pursuers, flnce you're sure that the enemy 
has been eliminated, head for the spaceport at max speed-your three friends need some help, keep an eye on the conuoy. and match for any 
PBRs that you may haue missed back at the first ambush. You need to mait after all the trucks get there, so send your guys south to finish 
off a fern drones there. 

You can't lose any spacecraft or more than tmo of the trucks. Send them south of the spaceport as soon as you're dropping, and protect the 
trucks yourself, lllatch the mech biped and drones-if you're not careful, the drones mill take out spacecraft. Rush back to the spaceport to 
help after you clear out the I-intersection patrol coming from the east. liJhen drones appear, don't stop to fight. Just drop a fern autotur- 
rets, hit the I intersection, make a right, drop more autoturrets, and fire three missiles at the oncoming tank and PBRs. Use grenades/mis- 
sile launchers on the foot patrol there. 

Leaue tmo at the eastern end of the spaceport, and one meapons expert south of the spaceport Imith SIR Hark lU and missile launcher). 
Ulhen they arriue. tell them to use their flSFs to mine the area mith autoturrets. Giue them the order to remain at their location, and they'll 
take care of the drones. Ulhen the red blips appear on their map. send the tmo meapons experts to take them on. 


00:130 



MISSION 


(B3 


DPERmiON 

CADMIUMS 


Hission Briefing: fou need to destroy a bridge to preuent mech bipeds from reaching a blockaded conooy. 


2 Heg Stinger PBHs 
Pilot Strength; 


[nergy 100 
Poujer?J: 100 


J Jet fuel: 100 
JJetfhrust^S: 100 
llleapons: 
tieg particle beam 
tteg pulsar 

Heg Assault PBfl 
Pilot Strength: 100 
Armor 100 
fnergy^: 100 
Pooler %: 100 
Cooling 100 
JJet Fuel: 100 
JJet Thrust X: 100 
llleapons: 

Heg Tripulsar 
Heg grenade launcher 
Heg thermal disruptor 


Heg Assault PBA 
Pilot Strength: 100 
Armor %: 100 
energy 100 
Pouier7o: 100 
Cooling 7o: 100 
JJet Fuel: 100 
JJet Thrust %: 100 
llleapons: 

Heg railgun 
Heg pulsar 
Heg grenade 

Clone Mark I 
Pilot Strength: 100 
Armor ?J: 100 
Energy 100 
PouierJS: 100 
Cooling 100 
JJet Fuel: 100 
JJet Thrust %: 100 
llleapons: 

Heg missile launcher 
Heg heauy particle beam 
Heg Tripulsar 





Mech biped 

Pilot Strength: 100 
OrmorJi: 100 
Energy 100 
Pooler 100 
Cooling 7o: 100 
JJetFuel: 100 
JJet Ihrost ?J: 100 
lUeapons: 

Heg heauy particle beam 
Heg thermal disroptor 
Heg particle beam 

Mech biped 

Pilot Strength: 100 
HrmorX: 100 
Energy ^o: 100 
Pooler 5i: 100 
Cooling 7o: 100 
JJetEoel: 100 
JJet IhrostX: 100 
OJeapons: 

Heg grenade launcher 
Heg particle beam 
Heg Tripolsar 

Mech biped 

Pilot Strength: 100 
Armor 7o: 100 
Energy %: 100 
Pooler 7o: 100 
Cooling 100 
JJet Eoel: too 
JJet Ihrust ?i: 100 
yjeapons: 

Heg railgon 

Heg heauy particle beam 
Heg Iripulsar 


3 mech bipeds 
Pilot Strength: 100 
Armor %: 100 
Energy %: 100 
Pooler %: 100 
Cooling 1 100 
JJet Eoel: too 
JJet Ihrust %: 100 
IHeapons: 

Heg grenade launcher 
Heg heauy particle beam 
Heg Tripolsar 

Mech biped 

Pilot Strength: 100 
Armor %: 100 
Energy %. 100 
Pooler 100 
Cooling %: 100 
JJet Fuel: 100 
JJet Thrust 7o: 100 
llleapons: 

Heg grenade launcher 
Heg thermal disruptor 
Heg Tripolsar 

light tank 
Energy %. 100 
Pooler 1 100 
Armor 7o: 100 
Uleapons: 

Heg pulsar 
Heg railgon 


light tank 
Energy X: 100 
Pooler %: 100 
Armor 5J: 100 
Uleapons: 

Heg Tripolsar 
Heg particle beam 

1 heauy tanks 

Energy X: 100 
Pooler X: 100 
Armor %: 100 
lUeapons: 

Heg Heauy missile 
Heg missile launcher 

6 Centauri trucks 

2 Hornet drones 

Energy Ji: 100 
Pooler %: too 
Armor X: 100 
Uleapons: 

Heg pulsar 

2 Bomber drones 
Energy 7o: 100 
Pooler %: 100 
Armor %: 100 
Uleapons: 

Heg grenade launcher 

2 Hunter drones 
Energy 100 
Pooler 7o: 100 
Armor 7o: 100 
Uleapons: 

Heg railgon 

2 research buildings 
Bridge 


0l:l:V3^ 


Hission Sunimary: 
PBfls-14 

Heg Stinger PBfls-2 
Heg Assault PBBs-2 
Clone Hark ls-2 
Hecti bipeds-8 
Uehicles-10 
Centauri trucks-6 
light tanks-2 
Heauy tanks-2 
Bircraft-fi 
Hornet drones-2 
Hunter drones-2 
Bomber drones-2 
Installations-] 
UJeapons-0 


Hecommended configuration: You. tujo lueapons experts, and Brandt. One uieapons enpert should haue a SIA Mark lU and missile 
launcher, the other a missile launcher, particle beam, and ionic fusion rifle. All uieapons euperts should haue autoturrets. Brandt 
should also be in a heauy suit uiith a missile launcher, particle beam, and ionic fusion rifle. 



i 
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Send the demolitions quy immediately, before you euen set doiim. Rush to the landslide luhere the trucks are. and before you land, send the 
demo guy to blou) the bridge. (If he has problems suruiuing the trip, assign a lueapons expert to follouj him.) You and tiuo others should 
bound to the landslide. Kill the enemies before they reach the trucks at the landslide. Grenades and missile launchers! Particle beam or ion 
fusion rifle. Then take care of the trucks by staying ahead of them for the additional Heg patrols. 


CIMBm IIP; 1 PiPm IISl If ISfS IS cum ll you SICCISS. IIIOIIIIS l YIIY IStl 01* OlflNSIVl MISSIS liN 
YOOl fOBClO 10 [NGOGl SOPlfli NOMBlflS. BOOP SlYlBOl WHS NIBO SOSPICIIB liS Of BIIBCK IB SOfl OP ItlfHY POOS 
BlfOBl lOfY fllOCO YOOB WPS. IBIS MBKIS II MBCB lOSIlB IB BISIBBY IBIM BlfOBf lY CBN CBBSl SIBIBBS BOOM. Mi IBYIBS 
BBl BISO BSfl fOB IBIS. BOYIIYIB. 1 MINIS CBN CBBSl OBMBGI 10 IBIINOIY WPS BS Will. BBIOOOCS, BNIVIBSBl BBCKBPS, BNO 
PIBSBNBl SBIflOS BBf Oil IXCIlllNI COMPONINIS 10 BSf ON flNOIB MISSIONS. JBSl flf SBBf 10 BCIlYBIf IBIM WBIN YOB NffO 
IBIM. 01 lOBGBIB IIVIIS, PIBSBNBl SBIIIOS OBI YOBB BISI CBOICI. 


MISSION 



BLOODIINE^ 


Story: Sarah roueals that her mother kneiu about Maggie's family's abduction. She promises to go after the pirates noiu that she's the 
captain. Sarah's mhining about her mommy's order impresses Maggie not at all. - 


Mission Briefing: Go liberate Maggie's family. They're being kept in a farmhouse. Destroy all Beg and pirate forces. 


2 Clone Mark I 
Pilot Strength: 100 
Armor X: 100 
energy 100 
PouierX: too 


Clone Mark I 
Pilot Strength: 100 
Armor 100 
[nergyX: 100 


JJet Fuel: 100 
JJet Thrust X: 100 
Uleapons: 

Keg heauy particle beam 
Keg grenade launcher 
Keg Tripulsar 
Keg thermal disruptor 


Cooling %: 100 
JJet Fuel: 100 
JJet Thrust ?i: 100 
llleapons: 

Keg Tripulsar 
Keg particle beam 
Keg grenade launcher 



Clone Mark 

Hot Strength; 
Armor ?{: 100 
Ene^y %: 100 
Po'iiierX: 100 
tCooling %-. 100 
JJet fuel: 100 


JJet Thrust X: 100 
llleapons'^ 


Keg Tripulsar, 

Keg thermal disruptor 
Keg grenade launcher 









Clone Hark 1 

Clone Hark 11 

Clone Hark II 

Pilot Strength: 100 

Pilot Strength: 100 

Pilot Strength: 100 

flrmorX: 100 

firmer %: 100 

firmer %: 100 

Energy X: 100 

Energy %. 100 

Energy 7o; 100 

Pooler 7o; 100 

Pooler %: 100 

Pooler 100 

Cooling 7o: 100 

Cooling X: 100 

Cooling %: 100 

JJetFuel: 100 

JJet Fuel: 100 

JJet Fuel; 100 

JJet Ihrust 7o: 100 

JJet Ihrust %: 100 

JJet Ihrust %: 100 

lOeapons: 

Uleapons: 

IHeapons: 

Heg heauy particle beam 

Heg grenade launcher 

Heg thermal disruptor 

Heg grenade launcher 

Heg iripulsar 

Heg grenade launcher 

Heg iripulsar 

Heg thermal disrupter 

Heg particle beam 

Heg thermal disrupter 

Heg particle beam 

Heg pulsar 

Clone Hark 1 

Clone Hark II 

Heg Juggernaut POfi 

Pilot Strength; 100 

Pilot Strength: 100 

Pilot Strength: 100 

firmer 7o: 100 

firmer 7o: 100 

firmor7o; 100 

Energy ^o: 100 

Energy 100 

Energy 7o: 100 

Pooler 7o: 100 

Pooler %: 100 

Pooler 7o; 100 

Cooling 100 

Cooling 7c: 100 

Cooling 7o: 100 

JJet Fuel: 100 

JJet Fuel; 100 

JJet Fuel: 100 

JJet Ihrust7o: 100 

JJet Thrust 7o: 100 

JJet Thrust X: 100 

lUeapons: 

Uleapons: 

lOeapons: 

Heg missile launcher 

Heg heauy particle beam 

Heg thermal disruptor 

Heg pulsar 

Heg grenade launcher 

Heg pulsar 

Heg particle beam 

Heg pulsar 

Heg particle beam 


Clone Mark II 
Pilot Strength: 100 
Hrmor%: 100 
[nergy %. 100 
Pooler 100 
Cooling 100 
JJetFuel; 100 
JJet Thrust 100 
lileapons: 

Heg missile launcher 
Heg railgun 
Heg thermal disruptor 

Clone Mark 1 
Pilot Strength: 100 
Armor 7o: 100 
energy 7o: 100 
Pooler X: 100 
Cooling 100 
JJetFuel: 100 
JJet Thrust X: 100 
lOeapons: 

Heg heauy particle beam 
Heg grenade launcher 
Heg Tripulsar 
Heg thermal disruptor 


Heauy tank 
Energy X: 100 
Pooler X: 100 
Armor X: 100 
lOeapons: 

Heg Heauy missile 
Heg missile launcher 

Farmhouse 

2 granaries 

2 Hegemony supply posts 

Shed 

Mission Summary: 

POAs-15 

Heg Juggernaut PBAs-2 
Clone Mark ls-7 
Clone Mark lls-6 
Oehicles-1 
Heauy tanks-1 
Aircraft-0 
lnstallations-0 
llleapons-fl 


Recommended configuration: lake as many weapons enperts as possible, and giue them all heauy PBRs uiith autoturrets, particle beam, 
ionic fusion rifle, and missile launcher. 



Charge at the farmhouse and lay most of your autoturrets around the building. You're attacked by three groups of enemy PBRs, most of them 
demolitions experts, coming from the north and northeast, kill them guickly or the farmhouse may be destroyed. If you moue quickly, this 
mission is easy. 





MISSION 



Hission Briefing; Get to the cominunicdtions control center to broadcast a sensor-jamming signal, too luant to get an electronics expert 
to the control, and then send a demo team into the communications touier itself. Destroy the control center afteriuards. if you can. 


[lone Hark II 

Clone Hark II 

Hech biped 

Pilot Strength: 100 

Pilot Strength: 100 

Pilot Strength: 100 

Armor X: 100 

Armor 7o: 100 

Armor ?S: 100 

[nergy7o: 100 

energy 7o: 100 

Fnergy %: 100 

PoiuerX: too 

PoujerX: 100 

Pouter 100 

Cooling 1 100 

Cooling %: 100 

Cooling 100 

JJetFuel: 100 

JJetFuel: 100 

JJet Fuel: too 

J Jet Thrust 100 

JJet IhrustTo: 100 

JJet Thrust X: 100 

lOeapons: 

Uleapons: 

lOeapons: 

Heg Heauy grenade 

Heg grenade launcher 

Heg heauy particle beam 

Beg pulsar 

Heg Iripulsar 

Heg railgun 

Heg thermal disrupter 

Heg heauy particle beam 

Heg thermal disruptor 


Heg pulsar 

Heg grenade launcher 




Meet) biped 

Clone Hark 11 

Clone Hark 1 

Pilot Strength: 100 

Pilot Strength: 100 

Pilot Strength: 100 

Ormoryo: 100 

Armor 7o: 100 

Armor 7o: 100 

Inergy^o: 100 

Fnergy%: 100 

Energy 100 

PoiuerX: 100 

Pooler 7.: 100 

Pooler %: 100 

Cooling 7o: 100 

Cooling 1 100 

Cooling 7o: 100 

JJet Fuel: 100 

JJet Fuel: 100 

JJet Fuel: 100 

JJet Thrust ?S: 100 

JJet Thrust 7o: 100 

JJet Thrust 7o: 100 

Uleapons: 

llleapons: 

Uleapons: 

Heg missile launcher 

Heg grenade launcher 

Heg Tripulsar 

Heg grenade launcher 

Heg heauy particle beam 

Heg grenade launcher 

Heg railgun 

Heg pulsar 

Heg missile launcher 

Heg thermal disrupter 

Heg railgun 

Clone Hark 1 

Hech biped 

Clone Hark 1 

Pilot Strength: 100 

Pilot Strength: 100 

Pilot Strength: 100 

Armor 7o: 100 

Armor 5S: 100 

Armor 7.: 100 

Energy 7o: 100 

Fnergy%: 100 

Energy 7o: 100 

Pouier7o: 100 

Poiuerl 100 

Pooler 7o: 100 

Cooling X: 100 

Cooling 7o: 100 

Cooling 7o: 100 

JJet Fuel: 100 

JJet Fuel: 100 

JJet Fuel: 100 

JJet Thrust 7o: 100 

JJet Thrust X: 100 

JJet Thrust 7o: 100 

Uleapons: 

lUeapons: 

Uleapons: 

Heg missile launcher 

Heg missile launcher 

Heg missile launcher 

Heg Tripulsar 

Heg heauy particle beam 

Heg thermal disrupter 

Heg pulsar 

Heg pulsar 

Heg railgun 



oO:eoo 


[lone Hark I 
Pilot Strength: 100 
Armor 100 
Energy 7o: 100 
PoioerJi: 100 
Cooling 100 
JJetFuel: 100 
JJet Ihrust 100 
lUeapons; 

Heg pulsar 

Aeg grenade launcher 
Aeg heauy particle beam 

Clone hark I 
Pilot Strength: 100 
Armor 7o: 100 
Energy 7o: 100 
PouierX: 100 
Cooling 7o: 100 
JJetFuel: 100 
JJet Ihrust 7o: 100 
llleapons: 

Aeg heauy particle beam 
Aeg grenade launcher 
Aeg Tripulsar 
Aeg thermal disruptor 

Clone hark 111 
Pilot Strength: 100 
Armor %: 100 
Energy 100 
PoujerJi: 100 
Cooling 100 
JJetFuel: 100 
JJet Thrust 5J: 100 
llieapons: 

Aeg Aeauy grenade 
Aeg heauy particle beam 
Aeg missile launcher 
Aeg railgun 


Clone hark III 
Pilot Strength: 100 
Armor %: 100 
Energy 7o: 100 
PotuerX: 100 
Cooling %: 100 
JJetFuel: 100 
JJet Thrust %: 100 
lAeapons: 

Aeg heauy particle beam 
Aeg thermal disruptor 
Aeg grenade launcher 
Aeg railgun 

Clone hark I 
Pilot Strength: 100 
Armor %: 100 
Energy 100 
Pooler 7o: 100 
Cooling 7o: 100 
JJet Fuel: 100 
JJet Thrust 7o: 100 
Oleapons: 

Aeg heauy particle beam 
Aeg grenade launcher 
Aeg Tripulsar 
Aeg thermal disruptor 

I Clone hark As 
Pilot Strength: 100 
Armor X: 100 
Energy X: 100 
Pooler ?S: 100 
Cooling ^o: 100 
JJet Fuel: 100 
JJet Thrust 7o: 100 
llleapons: 

Aeg missile launcher 
Aeg railgun 
Aeg thermal disruptor 


3 Clone hark Is 
Pilot Strength: 100 
Armor 7o: 100 
Energy 7o: 100 
Pooler %: 100 
Cooling 7o: 100 
JJet Fuel: 100 
JJet Thrust 7o: 100 
Oleapons: 

Aeg heauy particle beam 
Aeg grenade launcher 
Aeg Tripulsar 
Aeg thermal disruptor 

2 Aeg Juggernaut PBAs 
Pilot Strength: 100 
Armor 7»: 100 
Energy 7o: 100 
Pooler 7o: 100 
Cooling X: 100 
JJetFuel: 100 
JJet Thrust 7o: 100 
llleapons: 

Aeg Tripulsar 
Aeg grenade launcher 
Aeg particle beam 

Aegemony communications tooier 
Aegemony encampment 
Aegemony landing pad 
Aegemony control station 

hission Summary: 

PBAs-21 

Aeg Juggernaut PBAs-2 
Clone hark Is-B 
Clone hark lls-G 
Clone hark llls-2 
hech biped-3 
Uehicles-B 
AircraTt-B 
lnstallations-4 
lileapons-0 



00^01 




Recommended configuration: Bring a SIR Hark lU, particle beam, and grenade launcher for yourself. Gassard gets 2 grenade launchers, rail- 
gun. and particle beam. Brandt gets ionic fusion rifle, particle beam, grenade launcher, and railgun. UJalker gets missile launcher, grenade 
launcher, and particle beam. Bress eueryone up in heauy suits ujith personal shields, and bring an IH dampener for yourself. 



lake out the control station-you see it as you drop. Bispatch the guard there. Get Gags to frob the station, then blouj it up. 

Ihe communications tomer is a tough target. It's heauily protected by three sguads in PBR battle armor, luto of those squads contain mech 
bipeds and PBRs. luhile the last is composed of Hk II clones. Your drop-off point is to the south of the control station. Head uiest along the 
ridgeline until your troops are due south of the station, lurn on your IH dampener, and order your troops to remain in place. Pop up ouer the 
ridgeline and zoom in on the station. Ihere are three PBR units defending the station, and they should be pretty close together.Iujo missiles 
should kill or seuerely damage most of those units, fit that point, it should be simple to dispatch the others. 

Send your electronics expert in to reprogram the communications touier. and head north. Your best bet is to leapfrog your may up the moun- 
tain. fell your troops to remain here IF4. then FI. then F3). turn on your EH dampener, and scout ahead 100 meters or so. Ose the zoom fea- 
ture to scout the terrain. 

You should spot the first squad of enemy troops about three-fourths of the tuay up the mountain. R mech biped is ujith them. Tell your 
troops to follouj you. and lock onto the mech. If you'ue remained undetected, you should be able to kill the mech before if can react and 
come after you. Once the mech is gone, the remaining PBRs should be easy to kill. Head for the mountain and launch a drone mhen you 
arriue. Ihe other true groups of PBRs should be uisible at that point, and you'll need to destroy them. Demolish the tomer. and you should 
be done. 


MISSliN 



Story: Ihe SFC has receiuod an emergency communication from Sarah's mother-Carpaccio Station has been taken by the Hogs. She 
apologizes for her treaty uiith the pirates before the signal goes dead... 

Hission Briefing: Time to retake MacDonell Station. Sarah aduises that you take out the corner turrets before proceeding-the base is 
craujling luith Hogs. 

Heuj technology: Magnetic-ballistic cannon 

ttINl; KllP IHl MB CHNNON FOB YOOBSEIF BlCBOSl OF lOF OONOlO OF FOIENOIY Fi! 

Clone Mark I Clone Mark 1 Clone Mark I 


Pilot Strength: 100 

Pilot Strength: 100 


Pilot Strength: 100 

Armor X: 100 

Armor ?{: 100 


Armor X; 100 

Energy 100 

Energy X: 100 

1 

Energy X: 100 

PouierX: 100 

PoujerX:100 ■ ■ 


Pouter X: 100 

Cooling 7o: 100 

Cooling X: 100 ' 

1 . u 

Cooling X: 100 

JJet Fuel: 100 

JJet Fuel: 100 . % 


JJet Fuel: 100 

JJet Thrust ?J: 100 

JJet Thrust X: 100 


JJet Thrust X: 100 

yjeapons: 

Uleapons: 


llleapons: 

Heg heauy particle beam 

Heg Heauy missile 


Heg missile launcher 

Heg grenade launcher 

Heg Tripulsar 


Heg heauy grenade 

Heg fripulsar 

Heg heauy particle beam 

Heg heauy particle beam 

Heg thermal disrupter 

Heg thermal disrupter 


Heg railgun 


Hecli biped 

Clone Mark II 

Clone Mark III 

Pilot Strength; 100 

Pilot Strength; 100 

Pilot Strength: 100 

Armor 7o: 100 

Armor 1 100 

Armor 100 

[nergyX: 100 

energy 100 

Energy X: 100 

Poujeryo: 100 

Pooler ?S; 100 

PouierX: 100 

Cooling 7o: 100 

Cooling 7o: 100 

Cooling 7o: 100 

JJet Fuel: 100 

JJet Fuel: 100 

JJet Fuel: 100 

JJetIhrustX: 100 

JJet Ihrust 7o: 100 

JJetIhrustX: 100 

lUeapons: 

OJeapons: 

llleapons: 

Heg grenade launcher 

Heg missile launcher 

Heg Heauy grenade 

Heg heauy particle beam 

Heg railgun 

Heg Tripulsar 

Heg Iripulsar 

Heg particle beam 

Heg grenade launcher 
Heg railgun 


Clone Mark II 

3 Clone Mark Ills 


Pilot Strength: 100 

Pilot Strength: 100 

Clone Mark III 

Armor ?J: 100 

Armor %: 100 

Pilot Strength: 100 

Energy 7o: 100 

Energy ^o: 100 

Armor 7o: 100 

Pouier?i: 100 

PouierTo: 100 

Energy 1. 100 

Cooling %: 100 

Cooling 1 100 

Pooler %: 100 

JJet Fuel: 100 

JJet Fuel: 100 

Cooling X: 100 

JJet Thrust 1 -. 100 

JJet Thrust 7o: 100 

JJet Fuel: 100 

lOeapons: 

Oleapons: 

JJet Thrust %: 100 

Heg missile launcher 

Heg Heauy grenade 

lUeapons: 

Heg railgun 

Heg heauy particle beam 

Heg grenade launcher 

Heg pulsar 

Heg missile launcher 

Heg Iripulsar 

Heg thermal disruptor 

Heg railgun 

Heg missile launcher 
Heg railgun 


4 gun foiijers 
3 Hegemony landing pads 
Hegemony encampment 
Hegemony storage facility 


0020H 


Nission Sumindry: 
PBfIs-ll 

Clone Hark ls-3 
Clone Hark lls-2 
Clone Hark llls-5 
Hecfi bipeds-1 
Uehicles-0 
flircraff-O 
Installations-B 
UJeapons-fl 







Recommended configuration: lake three demolitions guys, if you can. Take a heauy suit, the HR cannon, particle beam, and ionic 
fusion rifle for yourself. Your squad gets personal shields and heauy suits, uiith missile launcher/particle beam/ionic fusion rifles. If 
you only haue ttuo demo experts, take along another lueapons enpert. 







Hs soon as you start dropping, send one demo expert out to each of the three tourers Isoutheast, southiuest. and northuiest). If you haue 
tuio. send them to the southeast and southuiest tourers at once, and send your ureapons guy to the southeast tourer to assist and defend, 
lake the northurest tourer next, and prouide some couer because it's urell guarded. 

This base is heauily defended, tfou should approach the south urall and lay dourn autoturrets. The enemy is no match for the HR cannon. 
Three Reg clones approach from the eastern side of the base as you come urithin range of the base. They are heauily armed, so try to kill 
them guickly. 

Throughout the mission, groups of three or four PRRs appear at uarious parts of the base. Once the mission is complete, send your troops to 
the pickup point, and couer their urithdraural. 


00-20S 





MISSION 



OPERATION 

PIEPEN^ 


-It 


I 




Hission Briefing: You need to flash the Heg cloning facility on Saara. You can take demolitions euperts. or you can try using an electronics^ 
expert to fry the cloning machines by setting up a feedback loop. ^ 


Heu) technology: Explod-o-drone 




I i 


l- 




Clone Hark II 


Clone Hark II 


Clone Hark I 



Pilot Strength: 100 

Pilot Strength: lOOj 


Pilot Strength: 100 

Armor 1 100 

Armor X: 100 1 

to ' 

Armor X: 100 

Energy 100 

Energy X: 100 | 

Energy X: 100 

Pouier^: 100 

PouuerX;100 


Pouier X: 100 

Cooling 100 

Cooling X: 100 

r ’ W WngX:100 
' ^iiJJet Fuel: 100 

JJet Fuel: 100 

JJet Fuel: 100 

JJetIhrustX: 100 

JJet Thrust X: 100 


‘ JJet Thrust X: 100 

yjeapons: 

lUeapons: 


llleapons:. 

Heg missile launcher 

Heg heauy particle beam 

Heg grenade launcher 

Heg heauy particle beam 

Heg railgun 


Heg Tripulsar 

Heg thermal disruptor 

Heg thermal disruptor 


Jeg missile launcher 

i 

Heg railgun 









Clone Hark II 
Pilot Strength: 100 
lirmor 100 
energy 100 
PoioerJi: 100 
Cooling 100 
JJet Fuel: 100 
JJet Ihrust7o: 100 
Uleapons: 

Heg Iripulsar 
Heg heauy particle beam 
Heg missile launcher 

Clone Mark III 
Pilot Strength: 100 
Armor %: 100 
Energy 7o: 100 
PoiuerX: 100 
Cooling 1 100 
JJet Fuel: 100 
JJet Ihrust X: 100 
Uieapons: 

Heg Heauy missile 
Heg grenade launcher 
Heg railgun 

Heg heauy particle beam 

Clone Mark III 
Pilot Strength: 100 
Armor 1 100 
Energy 7o: 100 
Pouier7o: 100 
Cooling^: 100 
JJet Fuel: 100 
JJet Ihrust 100 
lUeapons: 

Heg missile launcher 
Heg Iripulsar 
Heg pulsar 

Heg heauy particle beam 


Clone Mark III 
Pilot Strength: 100 
Armor ^o: 100 
Energy ^o: 100 
Pooler 7o: 100 
Cooling 7o: 100 
JJet Fuel: 100 
JJet Ihrust 1 100 
lUeapons: 

Heg Heauy grenade 
Heg Iripulsar 
Heg heauy particle beam 
Heg railgun 

Mech biped 

Pilot Strength: 100 
Armor %: 100 
Energy 7o: 100 
Pooler %: 100 
Cooling %: 100 
JJet Fuel: 100 
JJet Ihrust 7o: 100 
Hleapons: 

Heg missile launcher 
Heg thermal disruptor 
Heg railgun 
Heg Iripulsar 

Mech biped 

Pilot Strength: 100 
Armor 7o: 100 
Energy 7o: 100 
Pooler 1 100 
Cooling %: 100 
JJet Fuel: 100 
JJet Ihrust 7o: 100 
IHeapons: 

Heg heauy particle beam 
Heg Iripulsar 
Heg grenade launcher 


Mech biped 

Pilot Strength: 100 
Armor 7o: 100 
Energy 100 
PouierX: 100 
Cooling ^o: 100 
JJet Fuel: 100 
JJet Ihrust 1 100 
llleapons: 

Heg heauy particle beam 
Heg grenade launcher 
Heg thermal disruptor 

Mech biped 

Pilot Strength: 100 
Armor %: 100 
Energy %. 100 
Pouier^o: 100 
Cooling X: 100 
JJet Fuel: 100 
JJet Ihrust ?S: 100 
UJeapons: 

Heg Iripulsar 
Heg heauy particle beam 
Heg grenade launcher 
Heg railgun 

Clone Mark II 
Pilot Strength: 100 
Armor 100 
Energy 7o: 100 
Pouier7o: 100 
Cooling 100 
JJet Fuel: 100 
JJet Ihrust X: 100 
yjeapons: 

Heg Iripulsar 
Heg heauy particle beam 
Heg grenade launcher 
Heg thermal disruptor 





Clone Mark II 
Pilot Strength: 100 
firmer 1 100 
energy 7o: 100 
Pooler ?S: 100 
Cooling 100 
JJetfuel; 100 
JJet Thrust 7o: 100 
lOeapons: 

Heg missile launcher 
Heg thermal disruptor 
Heg heauy particle beam 
Heg pulsar 

Clone Hark II 
Pilot Strength: 100 
firmor"/J: 100 
[nergy %: 100 
Pouier7o: 100 
Cooling 7o: 100 
JJet Fuel: 100 
JJet Ihrust 7o: 100 
IHeapons: 

Heg railgun 
Heg thermal disruptor 
Heg Iripulsar 


Clone Hark II 
Pilot Strength: 100 
firmer %: 100 
[nergy X: 100 
Pooler 5i: 100 
Cooling 100 
JJet Fuel: 100 
JJet Ihrustl 100 
IHeapons: 

Heg missile launcher 
Heg pulsar 
Heg railgun 
Heg thermal disruptor 

Clone Hark II 
Pilot Strength: 100 
firmer %: 100 
Fnergy^: 100 
Pooler %: 100 
Cooling %: 100 
JJet Fuel: 100 
JJet Ihrust 7o: 100 
llleapons: 

Heg heauy particle beam 
Heg Iripulsar 
Heg railgun 


Clone Hark II 
Pilot Strength: 100 
firmer X: 100 
Fnergy7o: 100 
Pooler ?5: 100 
Cooling 7o: 100 
JJet Fuel: 100 
JJetIhrust7o: 100 
IHeapons: 

Heg railgun 
Heg thermal disruptor 
Heg grenade launcher 

Heg Juggernaut POO 
Pilot Strength: 100 
firmer %: 100 
Fnergy%: 100 
Pooler 7o: 100 
Cooling 7o: 100 
JJet Fuel: 100 
JJetlhrustl 100 
IHeapons: 

Heg Iripulsar 
Heg heauy particle beam 
Heg grenade launcher 
Heg railgun 


00:^08 




I Heg Juggernaut PBHs 
Pilot Strength: 100 
Hrmorl 100 
Energy 1-. 100 
Pouter 100 
Cooling 100 
JJet Fuel: 100 
JJet Ihrust X: 100 
llleapons: 

Heg Iripulsar 
Deg grenade launcher 
Heg particle beam 

Clone Hark 1 
Pilot Strength: 100 
HrmorJi: 100 
Energy! 100 
Pouter! 100 
Cooling! 100 
JJet Fuel: 100 
JJet Ihrust! 100 
Uleapons: 

Heg heauy particle beam 
Heg grenade launcher 
Heg Tripulsar 
Heg thermal disruptor 

Heauy tank 
Energy! 100 
Pouter! 100 
Armor! 100 
Uleapons: 

Heg Heauy missile 
Heg Heauy missile 


4 Bomber drones 
Energy ! 100 
Pouter! 100 
Armor! 100 
Uleapons: 

Heg grenade launcher 

4 Hunter drones 
Energy! 100 
Pouter! 100 
Armor! 100 
Uleapons: 

Heg railgun 

3 cloning domes 

Hegemony control station 

Hegemony obseruation post 

Hission Summary: 

PBAs-21 

Heg Juggernaut PBAs-3 
Clone Hark ls-2 
Clone Hark lls-0 
Clone Hark llls-3 
Hech bipeds-4 
Uehicles-1 
Heauy tanks-1 
Aircraft-B 
Hunter drones-4 
Bomber drones-4 
Installations-S 
lUeapons-0 


RecommendGi] configuration: lake Gags and some lueapons specialists, in case the control station is destroyed. Heauy suits. MB cannons for 
tuio weapons experts, including you. and a missile launcher for the third ujeapons sguaddie. Gags should be heauily armed-giue him the SIR 
Hark lU. ionic fusion rifle, and the particle beam, as uiell as autoturrets. 



Hake your may off the road to the control station, and fend off the drones en route. Ihe control station is guarded by tujo mech bipeds, a 
heauy tank, and clones. Use the MB cannon shell to destroy the large uehicles lone each should do the trick], and then pick off the clones 
ujith your particle beam. 

Be careful not to destroy the control center. If you do. you'll need to take out the domes yourself. Rs soon as you destroy the control cen- 
ter. clones pour out of the facility, so hightail it to the pickup point to the northmestl 



MISSION 


m 



[^ 6 ]. 

OPERATION 
HYPEROOLE^ 



Hission Briefing: Ihe Hogs are frying to transport intiat's left of their cloning tech offmorld. Your job is to intercept the trucks before 
the conuoy reaches the bridge, ujhere forces uiait to rendezuous uiith the conuoy. 


Clone Mark I 
Pilot Strength: 100 
lIrmofX: 100 
energy %: 100 
PouierX: 100 
Cooling 1 100 
JJef fuel: 

JJetfhrust7o: 100 
lOeapons: 

Heg grenade launcher 
Heg thermal disruptor 
Heg Tripulsar 
Heg particle beam 


Clone Mark 1 
Pilot Strength: 100 
Armor %: 100 
energy 7o: 100 
PouierX: 100 
Cooling ^o: 100 
J Jet fuel: 100 
JJet Thrust 7o: 100 
Uieapons: 


Clone Markl ‘ 
Pilot Stren 
Armor X; 1 


Heg railgun / 
Heg grenade ldunch| 
Heg Tripulsar i 





Clone Mark I 
Pilot Strength: 100 
flrmof?S: 100 
[nergy 100 
PoQjeryo: 100 
Cooling 100 
JJet Fuel: 100 
JJet Thrust 7o: 100 
lOeapons: 

Heg heauy particle beam 
tieg grenade launcher 
Heg Iripulsar 
Heg thermal disruptor 

Clone Hark 11 
Pilot Strength: 100 
Armor 7o: 100 
[nergy ?i: 100 
PomerX: 100 
Cooling 7o: 100 
JJet fuel: 100 
JJet Thrust 7o: 100 
yjeapons: 

Heg railgun 

Heg heauy particle beam 
Heg thermal disruptor 


Clone Hark II 
Pilot Strength: 100 
Armor 7o: 100 
Energy %: 100 
Pou)er7o: 100 
Cooling %: 100 
JJet Fuel: 100 
JJet Thrust ?J: 100 
Uleapons: 

Heg heauy grenade 
Heg railgun 
Heg Tripulsar 
Heg thermal disruptor 

Clone Hark II 
Pilot Strength: 100 
Armor 100 
Energy 100 
Pouuer7o: 100 
Cooling 100 
JJet fuel: 100 
JJet Thrust X. 100 
IHeapons: 

Heg heauy missile 
Heg heauy particle beam 
Heg Tripulsar 
Heg thermal disruptor 


Hech biped 

Pilot Strength: 100 
Armor X: 100 
Energy 1 100 
PouierX: 100 
Cooling !i: 100 
JJet Fuel: 100 
JJet Thrust 7 q: 100 
llJeapons: 

Heg railgun 

Heg heauy particle beam 
Heg Tripulsar 
Heg grenade launcher 

Hech biped 

Pilot Strength: 100 
Armor X: 100 
Energy %: 100 
PoujerX: 100 
Cooling 7o: 100 
JJet Fuel: 100 
JJet Thrust X: 100 
Uleapons: 

Heg grenade launcher 
Heg missile launcher 
Heg thermal disruptor 
Heg railgun 


Hech biped 

Pilot Strength: 100 
OrmorJi; 100 
Energy 7o: 100 
Poiuer?{: 100 
Cooling 100 
JJetFuel: 100 
JJet Ihrust 100 
UJeapons: 

Heg heaug particle beam 
Heg Iripulsar 
Heg thermal disrupter 
Heg railgun 

Hech biped 

Pilot Strength: 100 
Armor 100 
Energy %: 100 
Pooler X: 100 
Cooling X: 100 
J Jet Fuel: 100 
JJetIhrustX: 100 
llleapons: 

Heg railgun 
Heg thermal disrupter 
Heg grenade launcher 

3 Clone Hark 11s 
Pilot Strength: 100 
Armor X: 100 
Energy X: 100 
Pooler X: 100 
Cooling X: 100 
JJetEoel: 100 
JJetIhrustX: 100 
llleapons: 

Heg missile launcher 
Heg railgun 
Heg thermal disruptor 
Heg pulsar 


4 Clone Hark Ills 
Pilot Strength: 100 
Armor X: 100 
Energy X: 100 
Pooler X: 100 
Cooling X: 100 
JJet Fuel: 100 
JJet IhrostX: 100 
liieapons: 

Heg Heauy grenade 
Heg heauy particle beam 
Heg missile launcher 
Heg railgun 

4 Clone Hark Ills 
Pilot Strength: 100 
Armor X: 100 
Energy X: 100 
Pooler X: 100 
Cooling X: 100 
JJet Fuel: 100 
JJetIhrustX: 100 
llleapons: 

Heg Heauy grenade 
Heg missile launcher 
Heg missile launcher 
Heg railgun 

Clone Hark III 
Pilot Strength: 100 
Armor X: 100 
Energy X: 100 
Pooler X: 100 
Cooling X: 100 
JJetFuel: 100 
JJet IhrostX: 100 
llleapons: 

Heg grenade launcher 
Heg heauy particle beam 
Heg missile launcher 
Heg railgun 


2 Clone Hark Ills 

Pilot Strength: 100 
Armor X: 100 
Energy X: 100 
Pooler X: 100 
Cooling X: 100 
JJetFuel: 100 
JJetIhrustX: 100 
Uieapons: 

Heg heauy grenade 
Heg heauy particle beam 
Heg missile launcher 
Heg railgun 

0 Hegemony trucks 
Energy X: 100 
Pooler X: 100 
Armor X: 100 
llleapons: Hone 

4 Hunter drones 
Energy X: 100 
Pooler X: 100 
Armor X: 100 
llleapons: 

Heg railgun 

3 Bomber drones 

Energy X: 100 
Pooler X: 100 
Armor X: 100 
llleapons: 

Heg grenade launcher 

4 pirate transports 

Bridge 

4 obelisks 




Hission Summary: 

PBHs-25 
Clone Hark ls-4 
Clone Hark lls-6 
Clone Hark tlls-11 
Hech tiipeds-4 
l)ehicles-B 
Hegemony trucks-G 
flircrafHl 
Hunter drones-4 
Bomber drones-3 
Pirate transports-4 
Installations-S 
lHeapons-0 

Becommended configuration; The default configuration is fine, as long as you haue a missile launcher or an HB cannon for the force around 
the bridge. 



This is a melcome change from these last feiu missions. Your dropship deposits you to the east of the rauine. Head to the interception point, and 
arm your missile launcher or HB cannon. 2oom in on the road, and look tomard the north. Once the trucks are in range, fire tiuo missiles at each, 
uihich should fake them out. Offer all the trucks are dispatched, jump info the rauine and head north. Ingage the escorting PBO from long range, and 
make your may south. You're ambushed near your pickup point by three PBOs. so be on the lookout. Call for euacuation. and the mission is ouer. 
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Hission Briefing: You need to take Brandt and 
alloui a dropship near Carpaccio Station. 


Hecti biped 

Pilot Strength: 100 
flrmorX: 100 
Energy 1 100 
Poioert 100 
Cooling %: 100 
JJet foel: 100 
JJet Ihrust %. 100 
UJeapons: 

Heg heauy particle 
Heg thermal disrupter 





[lone Mark II 
Pilot Strength: 100 
flrmor^: 100 
Energy 100 
PoQjerJi: 100 
Cooling X: 100 
JJet Foel; 100 
JJet Thrust 1 100 
lOeapons: 

Heg heaoy grenade 
Heg grenade launcher 
Heg thermal disruptor 
Heg heaoy particle beam 

I [lone Mark lls 
Pilot Strength: 100 
Armor %: 100 
Energy 7o: 100 
PoujerX: 100 
Cooling 7o: 100 
JJet Fuel: 100 
JJet Thrust 100 
liieapons: 

Heg heaoy particle beam 
Heg railgun 
Heg thermal disruptor 


Clone Mark II 
Pilot Strength: 100 
Armor 100 
Energy^: 100 
Pooler 100 
Cooling 100 
JJet Fuel: 100 
JJet Thrust X: 100 
Uleapons: 

Heg grenade launcher 
Heg iieauy particle beam 

Clone Mark III 
Pilot Strength: 100 
Armor X: 100 
Energy 100 
Pooler X: 100 
Cooling 1 100 
JJet Fuel: 100 
JJet Thrust 5S: 100 
lileapons: 

Heg thermal disruptor 
Heg railgun 

Heg heauy particle beam 
Heg grenade launcher 


Clone Mark III 
Pilot Strength: 100 
Armor X: 100 
Energy 100 
Pooler X: 100 
Cooling X: 100 
JJet Fuel: 100 
JJet Thrust X: 100 
lileapons: 

Heg missile launcher 
Heg thermal disruptor 
Heg heauy particle beam 
Heg Tripulsar 

Clone Mark III 
Pilot Strength: 100 
Armor X: 100 
Energy X: 100 
Pooler X: 100 
Cooling X: 100 
JJet Fuel: 100 
JJet Thrust X: 100 
Uleapons: 

Heg heauy particle beam 
Heg railgun 
Heg missile launcher 
Heg heauy particle beam 


[lone Mark III 
Pilot Strongth: IflO 
flrmofJi: 100 
Energy 7o: 100 
Poiuer^i: 100 
Cooling 1 100 
JJetfuel: 100 
JJet Itirust 100 
Uleapons: 

Heg Heauy grenade 
Heg thermal disrupter 
Heg thermal disrupter 

Clone Hark III 
Pilot Strength: 100 
Armor 100 
Energy 1 100 
PouierX; 100 
Cooling 100 
JJetEuel: 100 
JJetIhrustJS: 100 
llleapons: 

Heg thermal disrupter 
Heg heauy particle beam 
Hegiripulsar 

Clone Hark III 
Pilot Strength: 100 
Armor 7o: 100 
Energy %: 100 
Pouter r.: 100 
Cooling 7o: 100 
JJet Fuel: 100 
JJet Ihrust X: 100 
lOeapons: 

Heg heauy missile 
Heg heauy particle beam 
Heg Iripulsar 


Clone Hark III 
Pilot Strength: 100 
Armor 100 
Energy 100 
Pouter 1 100 
Cooling %: 100 
JJetEuel: 100 
JJet Ihrust ?S: 100 
llleapons: 

Heg heauy missile 
Heg Iripulsar 
Heg heauy particle beam 

Clone Hark III 
Pilot Strength: 100 
Armor X: 100 
Energy 100 
Pouter 7o: 100 
Cooling %: 100 
JJet Fuel: 100 
JJet Thrust X: 100 
llleapons: 

Heg heauy missile 
Heg Iripulsar 
Heg thermal disrupter 

Clone Hark III 
Pilot Strength: 100 
Armor X: 100 
Energy X: 100 
Pouter X: 100 
Cooling X: 100 
JJetEuel: 100 
JJet Thrust X: 100 
llleapons: 

Heg grenade launcher 
Heg Iripulsar 


Heauy tank 
Energy X: 100 
Pouter X: 100 
Armor X: 100 
llleapons: 

Heg heauy particle beam 
Pirate heauy pulsar 

Light tank 
Energy X: 100 
Pouter X: 100 
Armor X: 100 
llleapons: 

Pirate heauy pulsar 
Heg pulsar 

Heauy tank 
Energy X: 100 
Pouter X: 100 
Armor X: 100 
llleapons: 

Heg Iripulsar 
Pirate heauy pulsar 

Hedium tank 
Energy X: 100 
Pouter X: 100 
Armor X: 100 
llleapons: 

Heg pulsar 
Heg railgun 

Heauy tank 
Energy X: 100 
Pouter X: 100 
Armor X: 100 
llleapons: 

Heg heauy particle beam 
Heg particle beam 





Heduy tank 
Energy 100 
Poujer7o: 100 
llrmor^: 100 
tUeapons; 

Hey Eh emitter 
Pirate heauy pulsar 

Light tank h 
Energy 100 
Poorer 7o: 100 
Armor 7o: 100 
UJeapons: 

Heg Tripolsar 
Heg particle beam 

hedium tank 
Energy 100 
Poorer 1 100 
Armor ?J: 100 
lOeapons: 

Heg pulsar 
Heg railgun 


Sonny’s scoot craft 
4 Hegemony storage facilities 
3 Hegemony domes 
Hegemony encampment 
2 Hegemony command tourers 
Hegemony landing pad 

hission Summary: 

PBAs-17 

Clone hark lls-6 
Clone hark llls-0 
hech bipeds-2 
Uehicles-8 
Light tanks-2 
hedium tanks-2 
Heauy tanks-4 
Aircraft-1 
Scout craft-1 
lnstallations-11 
lOeapons-O 


Recommended configuration: The most important thing here is to keep the explosiue meapons amay from Brandt and Rossi 



UJatch out for the game's Rl-make sure you giue Brandt and Rossi Hold Fire orders so they don't charge after the enemy and get them- 
selues killed. Rlso, don't giue them explosiue uueapons because they tend to shoot them too close to hills, keep your uieapons spe- 
cialist aujay from the other tiuo. 

Circle to the south and moue up through the creuasse-the ship is just to the north, ujhich mill preuent detection until the ship takes 
off. flr you might prefer to hit the forces in the uuest area of the search region and clear it out. That may your dropship can arriue and 
find more than your damp bloodstains in the snom. This is a tough mission, mainly due to the poor uisibility. Conserue your jump fuel, 
because your heauy armor uses it up quickly and there are a lot of mountains to cross. 

You'll encounter many groups of PBRs. tanks, and mechs. so keep a sharp eye out. 

Once you find the scout ship, send your electronics expert in to repair it and fly it out. Be especially careful not to let your troops get 
killed. Each and euery one of them is essential to completion of this mission. 
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Clone Hark III 
Pilot Strength: 100 
HrmorSi: 100 
energy %: 100 
Poiiiert 100 
Cooling 100 
JJet Fuel: 100 
JJet Ihrust 1 100 
llleapons: 

Heg heauy particle beam 
Heg thermal disrupter 
Heg missile launcher 
Heg railgun 

Hech biped 

Pilot Strength: 100 
Armor X: 100 
Energy %: 100 
Pouierl 100 
Cooling %: 100 
JJet Fuel: 100 
JJet Ihrust 1 100 
llleapons: 

Heg grenade launcher 
Heg heauy particle beam 
Heg Tripulsar 

Clone Hark III 
Pilot Strength: 100 
Armor X: 100 
Energy 7o: 100 
Poiueryo: 100 
Cooling 100 
JJet Fuel: 100 
JJet Ihrust %: 100 
llleapons: 

Heg heauy grenade 
Heg heauy particle beam 
Heg missile launcher 
Heg railgun 


Clone Hark I 
Pilot Strength: 100 
Armor %: 100 
Energy %: 100 
PouierX: 100 
Cooling^: 100 
JJet Fuel: 100 
JJet Thrust 100 
llleapons: 

Heg heauy particle beam 
Heg grenade launcher 
Heg Iripulsar 
Heg thermal disruptor 

4 Clone Hark I Is 
Pilot Strength: 100 
Armor 7o: 100 
Energy X: 100 
Pooler X: 100 
Cooling %: 100 
JJet Fuel: 100 
JJet Thrust %: 100 
lOeapons: 

Heg missile launcher 
Heg railgun 
Heg thermal disruptor 

Clone Hark II 
Pilot Strength: 100 
Armor 100 
Energy 7o: 100 
Pooler %: 100 
Cooling %: 100 
JJet Fuel: 100 
JJet Thrust %: 100 
llleapons: 

. Heg heauy particle beam 
Heg Tripulsar 
Heg thermal disruptor 


Clone Hark II 
Pilot Strength: 100 
Armor 7o: 100 
Energy 1 100 
Pooler %: 100 
Cooling %: 100 
JJet Fuel: 100 
JJet Thrust %: 100 
llleapons: 

Heg railgun 
Heg grenade launcher 
Heg thermal disruptor 

Clone Hark II 
Pilot Strength: 100 
Armor %: 100 
Energy %: 100 
Pooler %: 100 
Cooling %: 100 
JJet Fuel: 100 
JJet Thrust %: 100 
llleapons: 

Heg Heauy grenade 
Heg railgun 

Heg heauy particle beam 
Heg Tripulsar 

2 Clone Hark I Is 
Pilot Strength: 100 
Armor %: 100 
Energy 100 
Pooler 7o: 100 
Cooling 7o: 100 
JJet Fuel: 100 
JJet Thrust %: 100 
llleapons: 

Heg missile launcher 
Heg railgun 
Heg thermal disruptor 
Heg pulsar 



me Hark Is 

Hegemony shuttle 

Pilot Slrength: 100 

Hegemony cruiser 

Armor 7o: 100 

High-pressure fuel dome 

[nergy 1 100 

Hegemony command touier 

Pooler ?i: 100 

Hegemony supply post 

Cooling 7o: 100 

2 Hegemony landing pads 

JJet fuel: 100 

0 Heauy turrets 

JJet Ihrusl7o: 100 

6 lurrets 

llleapons: 

Heg heauy particle beam 

Hegemony touier 

Heg grenade launcher 

flisston Summary: 

Heg Iripulsar 

PBAs-lfl 

Heg thermal disrupter 

Clone Hark ls-3 
Clone Hark lls-0 

ytank 

Clone Hark llls-5 

energy 100 

Hech bipeds-1 

Pou)er7o: 100 

Oehicles-1 

Armor 5i: 100 

Heauy tanks-1 

lUeapons: 

Aircraft-2 

Heg heauy particle beam 

Hegemony cruisers-1 

Heg particle beam 

Hegemony shuttles-1 

Installations-lfl 

U)eapons-0 




Recommended configuration: There are seueral mays to min this mission. Ideally, you mant to take along Brandt and tmo meapons 



specialists, and outfit eueryone lincluding yourself] mifh tmo MB accelerators and personal shields. Or it you mant to be a little 
more creatiue. you could take Brandt. Gags, and a meapons specialist. Try keeping a close-guarters meapon. like a SIR Hark II). tor 
yourself. 


Congratulations! This is the toughest mission SFC has euer faced. 

There are tmo mays to min this mission; brute force and tactics. It you choose to use brute force, you mill haue to destroy the tur- 
rets on the corner mith the MB accelerator. The tactical approach means you'll need to order Gags to hold tire and moue to the turret. 
Ulhen it’s in his sensor range, order him to reprogram each turret on the four corners of the base, mhich mill cause some hauoc 
inside. 

Brandt has the special dentonium module. It you don't reprogram the turrets, order Brandt to hang back and you can blaze in mith tmo 
meapons specialists and take on the turrets, mech biped, and clones as fast as possible. Ulhen you pass the gate, order Brandt to 
come in and set the charge mhile the three of you occupy the forces. Remember, it you’re carrying tmo MB accelerators, tire and then 
smitch to the next meapon to tire again mithout the long reload. Ulhen Brandt giues the signal, order eueryone to retreat and head to 
the pickup point. This is the preferred method at higher difficulty leuels. 

It you don’t bring the meapons specialists, you’ll mant to take a more tactical approach-remire the turrets on the perimeter lor at 
least the northeast and northmest turrets), and they'll start tiring on euerything in the base. The corner turrets haue long range. 
Remember, though, that there is a clone factory steadily producing units, so you’ll need to make haste. 


Chapter 8: Random Scenario Bnilder 

(llttiough the Terra Houa campaign against the Hegemong is great fun. sometimes gou just ujant to get in and start shooting. The Random 
Scenario Builder on the main game screen is just the ticket. 
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Play Miff ion 




You can select the map of the battle area from IS different maps not in the game. Click on the title bar under Hap Selection to see an entire 
list of battlefield maps, or click on the arroiu buttons on either end of the title bar to page through the uarious maps. 

There are three scenarios under Hission Objectiues: 


II Merm Hdgs. kill eueryone. Tnemies are placed in groups, randomly located around the map. 

III Menij kget. You and your squad are dropped on the target, a floating red cross, luhich you haue to defend. Enemies are on 
different patrol points and are attempting to destroy the object. Tuio enemy groups ignore you and go after the target. 

Me Out Mget. The shoe's on the other foot, because nouj phaue to take out the target. 


II 


You can set the qrauity setting anyuihere from .22 fartti grauities to 3.89. along uiitti lueattier conditions (clear, rain, or snotul. 
Utitli a .22 grauity. your missiles fly foreuer; luitti a 3.89 grauity. the missiles plummet right in front of you. 

You can customize the enemies you face. too. choosing from a complete roster of armed Hegemony and pirate forces. You can choose 
their firepouier leuels or customize your foes luifh Heg and SFC uieapons. 

Customizing the enemy is easy. Click on the enemy's lueapon slot and then click on the chart of auailable uieapons. 



You can select the number of sguadmates and outfit them from a complete uieapons and IlSf list. Like the main game, you can also 
select the difficulty leuel. 

Ihe real fun of the game comes uiith some of the cheats auailable in the BS8. Here are some of the more enjoyable cheats: 

II Instspt Modi Ho reload time, so you can take an HB accelerator cannon and fire continuously, raining shells on the 
enemy. Ihe instant reload option also uiorks uiith energy uieapons. 

II Mioiitsi ioim. You'll uiant this option if you engage the Instant Reload cheat. Ihe result is a bottomless pit of 
carnage. 


II 


[Htfd PldijerSpEoi You'll be able to zoom around uiith amazing speed 



Other cheats are: 


n InuulmMitij. Of course, it isn't much fun to sit there and take unlimited amounts of punishment luithout flinching. . . 
is it? 

II Infinite Sensors. Oisplays all enemies on the map as red blips. 

III Mess Turns off your enemies' artificial intelligence. 

n Srmorless fnemies. Ho armor, no regeneration-not much of a challenge. 

The fun part is setting up different missions, firm your opponents heauily. take a scout suit, and giue yourself extra player speed. Then see 
hoin long you can suruiue. Or try a Take Out Target mission. Try gluing yourself a feii) puny ujeapons to giue you some incentiue to auoid any 
unpleasant encounters. 

you can experiment luith different tactics, too-like taking demolitions specialists or using mine layers to set up a big defensiue field, and 
then trying to lure enemies into demo charges or minefield 

TIP; im\E IHBIIIS 1116 STHRNGl ODMIIITIIIN!!. IIKI H OIIONl NIIH 0 1 MU IV OR MR RCClllRRIOR. CRN M IRIS RP! 
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Chapter 9; Siren’s Setup 

SFC member Cassandra Hylonas doesn't haue to deal loith lUindoiiJS. IRlls. and Dhll settings lohen she patches PBfIs in the battlefield. 
Ihen again, you don't haue to go through your COHFIG.SlfS file uiith a hegemony Juggernaut Class Phil bearing doiun on you. either. So 
here are some tips to help you get lerra Houa up and running faster than a Scout PBH mho's being chased by a Clone Hark III reuuing up a 
hegemony heauy missile saluo. 

lerra houa uses a sophisticated three-dimensional graphics engine that supports seueral detail leuels at tuio resolutions: 

I 32flx2fl0 for slouier machines IPentium 60 Hhz) 

I 320x400 Ifor Pentium 00 Hhz or better) 


If you don't haue the minimum hardiuare configuration recommended, that doesn't mean you luon't be able to run the game. 0 fast 4B6 
Dh4/100 machine should be able to handle lerra Houa as uiell as a P60. and you might get by luith a 406Dh2/66 or a 4B6Bh4/75. 
Frame rate mill suffer, and much depends on your tolerance leuel. 

The phrase "Drag The Brick" on the Terra Houa credits screen is an inside joke-net some clue to a socret 
cheat or Easter egg. Illhen I uisited LET, the deuelopment pit uias littered luith red foam bricks. 


Mininin System Reguirements 

I IBH PC or 100X compatible 



Pentium 60 Hhz or better processor 


BHBRHH 


Bouble-speed CB-ROH driue I300h/sec transfer rate) 
Hard driue mith 42 HB of uncompressed space auailable 
UFSR local Bus IIIIB] or PCI uideo 


HS-BOSS.Oor later 

100% Hicrosoft-compatible mouse and driuer 0.2 or better 

Sound card ISoundBlaster or 100% compatible. Grauis. Roland, or Ensoniq): fll-32 sounds the best 


Jiystiet 

There is unofficial support for a joystick, so you can get one to uiork luith the game. Just edit the TH.CFG file lin the IGLflSS directory 

your boot driue. in all probability] to read 

JOYSTICK n 

inhere n is one of four possible ualues: 

111 0 for a standard joystick 

I 1 for the CH Products FlightStick Pro 

III 2 for the ThrustHaster FCS stick 

111 3 for the default, no joystick 

lllhile playing, the controls are as follouis: 

III Button 1 fires at mouse cursor 

III Button 2 fires jump jets 

I Button 3 recenters head 

I Hat sujitch-head tmists. alloiuing you to look around 
Press fllt*J to recenter the joystick 


I 



VR Headsets 

(I crop of uirtual reality headsets haoe hit the market, and Looking Glass has included unofficial UR headset support. Because the dis- 
play on a headset relies on a 180,000-pixel LCD. the resolution leaues a bit to be desired. Also be aiuare that you may experience dis- 
orientation and uertiqo ujhile using these deuices. 

Make sure you turn on your headset before you start lerra Houa. lo actiuate headset support, at the c; > prompt type the folloujinq 
line: 

tn +vr 

Terra Houa mill try to autodetect the headset for you. If you prefer to specify the headset, type 

tn +eyeglass 

. for support of the Uirtual i.o headset. Other headsets are supported by the follouiinq suiitches: 

+vf xi Forte UFH-1 

+cmaxx [ybermaxx 

Ulith the default mode, the direction you turn your head turns your PBR-press the F key to recenter pitch and heading. More aduanced 
users mill mant to add the smitch +neck to make the head-tracking mimic someone actually looking around, like the RFU/OF keys in 
the game. 


Forums 

I tested the game originally on a POO at looking Glass, and played the beta and final uersions on a recently built-up Pentium 133 Hhz. 
mith 24H RAM. The game ran fairly smoothly euen mith maximum detail and 320x400 resolution. There is no support for 3-D graph- 
ics accelerator cards in the game. 

lUhile the game mas stable in this case, the huge number of possible system configurations out there might reueal a bug that Looking 
Glass didn’t find. You’ll be able to post messages and read other gamers’ posts on the Looking Glass forum on CompuSerue. Just type 
GO GRHflPOB for LGT’s forum, fiction gamers might mant to check out the Action Games forum on CIS IGO fiCTlOH] for discussion about 
game hints. 

You can also reach Looking Glass Technology’s forum on fiOL by using the keymord "Looking Glass." or uisit the company’s home 
page at: 


Hardware 


|] fast computer is aiuiays beneficial. Euen as P5-I5D and M Mhz machines are coming out, PI33s are dropping in price. I pulled out my 
PI 00 motherboard and dropped in a Hicronics M54lii and a P133 CPU. luhich made a noticeable speed improuement. In addition to the Intel 
Triton PCI chipset, the Hicronics motherboard also supports Hode 4 Enhanced IDE hard driue support for faster data transfer. Terra Noua is 
happiest on a POO or better, uiith I2HB or more of DDH. Looking Glass games aloiays push the edge of computing speed. 


Gtniii Perfornance Boasts frsn UBs 

If you haue a slouj computer, you can do a feuj upgrades to keep your head aboue mater for a little uihile. 4B6DII/2-GG ouiners can buy an 
03 Hhz Pentium Ouerdriue processor for a speed boost or for local bus uideo, uihile upgrading a 32-bit uideo card to a G4-bit accelerator. 
Experienced users may uiant to perform a motherboard upgrade like I did. and saue all their old components like hard driues and CD-ROH 
driues. It's cheaper than buying the latest PI33 or PI66 system. 


traphics AcesMr Vileo Carls 

You mill mant a fast graphics card, too. H mhole crop of 3-D cards are coming to market, but fern games support them yet. IDindoms 05 
Direct3D driuers should help, but don't expect that until mid-1006. 1 use a Hercules Stingray/G4 Pro Uideo. mhich is one of the fastest DOS 
cards and a healthy IDindoms performer to boot. lUhateuer card you use. make sure that you haue the latest driuers. I'm lucky to use a big 
20-inch Sony Trinitron-based monitor; you should try a 17-inch non-interlaced monitor mith a dot pitch of 2D or lomer. 

Although a mauetable sound card is not necessary, it is highly recommended. Terra Noua supports the General HIDI standard. Older sound 
cards, like the SoundBlaster IB. generate music through EH synthesis. lUauetable music uses real digitized instrument samples. I use a 
SoundBlaster l)ll]E32 Plug and Play soundcard mith a Roland SoundCanuas daughterboard-the Roland cards haue the best-sounding instrument 
samples, bar none. 

You should try using a 3-0 sound processor like the HuReality SRS. mhich opens up the sonic soundstage-mhen you're being buzzed by 
drones, you'll hear them moue around you. Rnd get a speaker system mith a submoofer-l use the Bose flcoustimass speakers {Multmilid 
Mmagazine recently gaue the Bose top honors], and the explosions rumble my mhole desk and chair. 
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(aster GDIIDII Driies 

(1 fast CO-ROH driue almays helps. Some of the oem 811 driues haue been shoiun to be interior in performance to the better Bh and 
euen 4 h driues. You haue seueral choices tor excellent 4x and 6x driues. NEC sells an external 4N 7 CD-ROH changer tor a bit more 
than you mould pay tor a regular 4x single-CD-ROM driue. as luell as a 6x CD-ROH. Hake sure that there is a separate audio cable from 
your CD-ROH driue to your sound card Inot the ribbon cablel] to hear Redbook audio Hike music on a regular CD played through your 
CD-ROH driue). terra Houa does not use Redbook audio for its music, but many games do. 


Get Grafirtalile 

Pick a nice mouse and joystick tor your system. I prefer an ergonomically shaped mouse like the logitech HouseHan. try the Logitech 
Cordless HouseHan to keep your desk tree of clutter. CH Products and thrustmaster also make uery nice joysticks that can take the 
pounding most gamers dish out. 


SDftwire Requirements 

Rlmost euery program today. IDindouis or DOS. reguires at least 8 megabytes of RAM. the original design of the first I8H PCs only 
used the "real mode" of the Intel 8088 CPD. uihich could only address a megabyte of RAM. HS-DOS diuided your ujhopping 1 M8 of 
system memory into loujw coiimtiml memofiidn^ highw upper memry. the first 640N8 is lou) memory, uihile 6401(8 to 10241(8 
is high memory. Anything aboue 1 megabyte is referred to as eutended memory, this is true under DOS 6.x today land PC DOS 7.x. 
ujhich should not be contused uiith HS-DOS 7.0). euen ujhen CPOs haue the capability to address many megabytes of system RAH. 

the first may around this roadblock mas through the use of a memory manager, mhich allomed access to extended memory. It loaded 
certain programs, like DOS. and driuers. like your mouse driuer. into high memory, mhich treed lorn memory tor the main program. A 
memory manager smapped out "pages" of conuentional memory mith memory beyond 1 MB. or extended memory. Norn, homeuer. 
most games use D0S461D. a DOS extender, mhich opens up the addressing pomer of the 32-bit CPDs. Horn your computer can read your 
entire memory mithout the 1 HB barrier. HS-DOS comes mith EHH386.ENE. but other third-party memory managers, like Helix's 
Netroom. are much more etfectiue. 

this means that you don't need as much tree conuentional memory to run terra Houa. but you also don't mant your memory manager- 
like EHH386.EHE-to be actiue either. 
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Cruting a Boat Bisk 

You can create a boot disk for a oiioirnal configuration to play lerra Houa. Ihe process of creating a boot disk is easy. Place a blank disk in | 
your computer's 0: driue. (It the c:> prompt, type j 

FORMAT A; /S i 

I 

and press Enter. Then siuitch to driue R by typing I 


and pressing Enter. Then type 

EDIT CONFIG.SYS 

and press Enter. If you are using PC DOS. use that operating system’s editing program EE. ERE). 

Your enact configuration mill uary as to your PRTH statement and CD-ROM driuers. Hake sure you use the appropriate lines from your regular 
COHEIli.SYS file in your boot disk CONFIG.SYS. Here's my "clean" boot configuration for my homebuilt P133 luith an R132 Plug and Play 
sound card and Rdaptec 2040 SCSI adapter: 

[CONFIG.SYS] 

DEVICE=E:\PLUGPLAY\DRIVERS\DOS\DWCFGMG.SYS /file 

DEVICE=C:\DOS\HIMEM.SYS 

DOS=HIGH 

DEVICE=E:\AWE32\DRV\CSP.SYS /UNIT=0 /BLASTER=A: 220 

BUFFERS=30,0 

FILES=40 

DOS=UMB 

LASTDRIVE=Z 

FCBS=4,0 

DEVICE=C:\SCSI\ASPI8D0S.SYS /D 
DEVICE=C : \SCSI \ASPICD .SYS / D : ASPICD0 
Stacks=9,256 

SHELL=C:\ COMMMAND.COM C:\ /P 


Repeal the same process to create an flUIO[R[C.BflI file. Type 


EDIT AUTOEXEC.BAT 

and press [nter. Ihe file should look like this: 

[AUTOEXEC.BAT] 

C:\SCSI\MSCDEX.EXE /D:ASPICD0 /L:S /M:12 C:\WINDOWS\SMARTDRV.EXE 2048 d /U /V 
SET S0UND=E:\AWE32 

SET BLASTER=A220 15 D1 H5 P330 E620 T6 
SET MIDI=SYNTH:1 MAP:E MODE:0 
E:\AWE32\DIAGNOSE /S 
E:\AWE32\AWEUTIL /S 
E:\AWE32\MIXERSET /P /Q 
SET TEMP=C:\DOS 
SET WIN$=C:\WINDOWS 
SET LMOUSE=C:\LMOUSE 

PATH=C : \ DOS ; C : \ WI NDOWS ; E : \ HERCULES \ ; %PATH% 

0CLS 

0ECHO OFF 

C:\LMOUSE\MOUSE.EXE 
SET GSFONTS=C:\GSFONTS 
PROMPT $p$g 

If your yame hangs, try running Terra Houa ujithout\k SmartBriue disk cache. Just put a REH in front of the SHRRIBRU.ERE line in 
your RBIflEKECBRI file. 


Miltiple Boot Gonfigontioos 

HicrosofI DOS 6.0 and higher supports multiple boot configurations, enabling you to choose ujhich configuration you uiant uihen you 
boot your computer. See your DOS manual or the DOS online help Itype HfLP at a DOS prompt] for more information. 



Wiidows 3.1x/WiiilDws 95 

Terra Houa is far too resource-intensiue to run under UJindoius 3.u. and is not a natiue UJindoujs 95 application. You mill haue to boot to 
HS-DOS 7.0 to run Terra Houa land many other DOS games) if you're running lllindoius 05. Terra Houa runs loell under lOindoms 05. but 
Looking Glass cannot guarantee performance. You can select the option to restart the computer in HS-DOS mode (Select Start. Shut Domn. 
and click on Restart the Computer in HS-DOS Hode). But there is a much more elegant solution to managing your lllindoiijs 05 setup- 
especially if you play many DOS games. Boot Hanager 05 llersion 1.3a is a utility that alloms you to configure your lllindouis 05 boot 
options from mithin lOindoius 05. 

The boot options are stored in the HSDOS.SYS file in the root folder of your boot driue. You can change your configuration to boot to a preui- 
ous uersion of an operating system, if you still haue it on your hard driue. or to boot to HS-DOS 7.0. the operating system under lllindoius 
05. lllindoius 05 uuas supposed to do amay luith the DOS/llJindoius dichotomy, but it didn't: DOS and lllindouis are better integrated, but are 
still separate. 

Boot Hanager 05 allouis you to change only the boot options. The paths should neuer need to be changed, and the feature mill ///?/be added 
to the range of options supplied by Boot Hanager 05 unless a significant number of users reguest it. 

Get Boot Hanager u. 1 3a from the CompuSerue Ulindoms Sharemare forum (GO UIIHSHRRO and look for file BTHGR13a.7IP or search for the 
keymordsBOOTHRHRGTR. 
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OS/2 Warp 

IBM's operating system is a true 32-bit OS. unlike lUindoujs 05, and prouides many technical aduantaqes ouer UJindouis 05. including 
DOS compatibility. But unfortunately for IBM, lUindoujs 05 has stolen much of the potential market for OS/2, and feui game deuelop- 
ers are testing and deuelopinq uiith OS/2 compatibility in mind. OS/2 does prouide OOS compatibility, so you may be able to create a 
Uirtual OOS Machine session on your system Idon't try this luith less than IBM ROM) that mill run lerra Houa. but the game may not 
run properly under OS/2, keep in mind that looking Glass does not claim that lerra Houa mill run on OS/2, fhe folloming UOM set- 
tings run other BOS games and may be helpful in running lerra Houa on OS/2, but they are not the default DOM settings for OS/2. You 
may mant to set up a nem template for game settings. 

OS/2 lOarp settings: 


DOS_FULL_SCREEN 
AUDI 0_ADAPT E R_SH AR I NG 
COM_DIRECT_ACCESS 
COM_HOLD 

COM_RECEIVE_BUFFER_FLUSH 

COM__SELECT 

DOS_AUTOEXEC 

DOS_BACKGROUND_EXECUTION 

DOS_BREAK 

DOS_DEVICE 

DOS_FCBS 

DOS_FCBS_KEEP 

DOS_FILES 

DOS_HIGH 

DOS_LASTDRIVE 

DOS_RMSIZE 

DOS_SHELL 

DOS_STARTUP_DRIVE 

DOS_UMB 

DOS_VERSION 

DPMI_DOS_API 

DPMI_MEMORY_LIMIT 

DPMI_NETWORK_BUFF_SIZE 

EMS_FRAME_LOCATION 

EMS_HIGH_OS_MAP_REGION 

EMS_LOW_OS_MAP_R EG I ON 

EMS_MEMORY_LIMIT 

HW_NOSOUND 

HW_ROM_TO_RAM 

HW_TIMER 

IDLE_SECONDS 

IDLE_SENSITIVITY 

INT DURING 10 


ON 

ON 

OFF 

OFF 

NONE 

ALL 

C:\AUTOEXEC.BAT 

OFF 

OFF 

16 

8 

50 

ON 

Z 

640 

C : \ 0S2 \ MDOS \ COMMAND .COM D : \ 0S2 \ MDOS 
OFF 

(setting provided by OS/2) 

ENABLED 

32 

8 

AUTO 

0 

384 

2048 

OFF 

ON 

ON 

10 

100 

ON 
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KBD_ALTHOME_BYPASS 

ON 

KBD_BUFFER_EXTEND 

ON 

KBD_CTRL_BYPASS 

NONE 

KBD^RATE^LOCK 

OFF 

MEM_EXCLUDE_REGIONS 

A000-C7FF 

MEM_INCLUDE_REGIONS 


MOUSE_EXCLUSIVE_ACCESS 

OFF 

PRINT_SEPARATE_OUTPUT 

ON 

PRINT_TIMEOUT 

15 

SESSION_PRIORITY 

1 

VIDE0_851 4_XGA_0ITRAP 

ON 

VIDEO_FASTPASTE 

ON 

VIDEO_MODE_RESTRICTION 

NONE 

VIDEO_ONDEMAND_MEMORY 

ON 

VIDEO_RETRACE_EMULATION 

OFF 

V I DEO_ROM_EMU LAT I ON 

OFF 

VIDEO_SWITCH_NOTIFICATION 

OFF 

VIDEO_WINDOW_REFRESH 

1 

XMS_HANDLES 

49 

XMS_MEMORY_LIMIT 

10240 

XMS_MINIMUM_HMA 

0 
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Appendix 


Unit Statistics 

Ihe folloiDinq table qiues you an oueruieiiJ of the strengths and proficiencies of each of the squad members and enemies in lerra 
Nona, fhese ualues mere taken directly out of the game and are relatiue to each other. In other imords, there are no real-time 
ualues that can be associated loith them. 

For example. Clone I's armor recharges at a rate of 40. Ihis means that the game adds 40 points to Clone I's armor for euery 
recharge cycle. On sloujer computers, that armor mill recharge at a slomer rate. 

Ihe best may to use this table is to compare numbers mith each other. For example, mhen you knom you'll be facing a lot of 
enemies mith armor ualues in the 3000 range, you'll probably mant to suit yourself up in Hll-S armor (armor = 3300). 


legend: 


Friend/Foe 

Ihe description of the unit. 

Rrmor Ualue 

The strength of the unit's armor. 

Pilot Strength 

Generally, the pilot's ability to hold it all together in battle. Ihe higher the number, the 
better the pilot's performance. 

Sensor Strength 

The range of the units sensors, in game units. 

Jump Jet Controls 

The ability of the pilot to effectiuely use his/her jump jets. The higher the number, the 
better the pilot can use the jets. 

Targeting 

The targeting ability of the unit. The larger the number, the better the unit can track land 
hiti) its target. 

Energy Rating 

The amount of energy the unit has to denote to armor, meapons. regeneration 
systems, etc. 

Energy Recharge 

The rate at mhich a unit can replenish energy. The higher the number the faster the 
recharge rate. 

Rrmor Reqen 

The rate a unit can regenerate armor. The higher the number, the faster the regenera- 
tion rate. 


him/ f II 

Armor 

Vm 

PllRI 

SlRIIIITH 

SiNSOR 

SlRINETR 

JUMPJiT 

CONIRDIS 

TmiiEiiiE 

Ererey 

RiniE 

Ererey 

Recierei 

Armor 

Run 

HR-S 

350B 

2000 

370 

370 

370 

1100 

125 

50 

RR-B 

3000 

2000 

300 

300 

300 

1000 

too 

45 

HR-7 

4500 

2000 

400 

400 

400 

1250 

150 

55 

Hikoid in HR-B 

2B00 

2200 

BOO 

BOO 

800 

1000 

100 

45 

Hikoidin HR-B 

3300 

2000 

BOO 

BOO 

800 

1100 

125 

50 

Nikoldin HR-7 

4000 

2200 

BOO 

BOO 

BOO 

1250 /, 

150 

55 

Nikold in PirdtG PBR 

2500 

2000 

500 

500 

500 

000 

200 

50 

Colin/ SF lo 

1350 

1500 

300 

300 

300 

1000 

100 

50 

PifdtG 

500 

275 

30 

30 

30 

1000 

100 

20 

PirdtG Cdptdin 

B50 

375 

50 

50 

50 

1000 

100 

25 

HGg StingGf PBR 

750 

400 

100 

100 

100 

1000 

100 

30 

Hgg flssdult PBR 

000 

500 

125 

125 

125 

1000 

100 

35 

HGg JuggGrndut PBR 

1200 

BOO 

150 

150 

150 

1000 

100 

40 

CionG 1 

1200 

B50 

175 

175 

175 

1000 

100 

40 

ClonG II 

IBOO 

BOO 

200 

200 

200 

1000 

100 

45 

CionG III 

2000 

050 

250 

250 

250 

1000 

100 

50 

HgcIi BipGd 

3000 

B50 

225 

225 

225 

1000 

100 

50 

HgcIi Rdt 

300 








HGg light Idnk 

3000 

1000 

IBO 






HGg Stdnddfi) Idnk 

4000 

1250 

300 






Hng HGduy Idnk 

5000 

1500 

400 






Spy/ HuntGf ProbG 

300 








BombGr ProbG 

400 








SuioopGr ProbG 

350 
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Put the Power 
of Rayden and Shao Kahn 
in Your Hands! 



With the Limited Edition, Red Border 
Mortal Kombat^ard Game 


iTVsroB»-® 

Character 


Rayden, Shao Kahn, Johnny Cage, Jax, Baraka and Mileena and all 17 Kombatants 
from both Mortal Kombat I and Mortal Kombat II are included in this fast-paced, 
challenging fighting card game. Choose to play as your favorite character, and then 
deplete your opponent's energy points using basic and special attack, defense, spe- 
cial effect, and combo for the ultimate in hand-to-hand kombat. 


Hh Illustrations by well-known comic industry artists, Neal Adams, 
Joel Adams and Anthony Gleeson 


Common, Uncommon and Rare Cards 

300 card set includes rare boss and hidden character cards 


Coming in January, 1996 to a hobby or software store near you! 

iiiiBrsHirms 


©1992 Mortal Kombat® is a trademark of Midway* Manufacturing Company. All rights reserved. 


DESCEND I NTO 

immMs 

BASEMENT 



THESE AIN'T 
NO REC ROOAAS 


PC CAME ROOM 

• gome shareware 

• downloadable screen shots from the month's hottest games 

• sample chapters of all the PC game guides 

• game release lists updated weekly 

VIDEO CAME ROOM 

• downloadable screen shots from the month's hottest gomes 

• sample chapters of popular video game strategy guides 

• game release lists updated monthly 

• new gaming tip featured daily, provided by Brady's 
gaming staff experts 

http://www 


JUNK TRUNK 

• information on how to become a BradyGAMES author 

• survey with chance to win strategy guides from BradyGAMES 

• promotional updates 

• ongoing contests 

BRADY BUNCH ROOM 

• meet the "cast" of BradyGAMES through pictures and profiles 

SECRET ROOM 

• get the most secret tips ond exclusive news on gaming 

mcp.com/brady 


Coovriate © 1995. Mocmion Comouter PaWishinj-USA, A Sbnon & Sdnisfer Compcmy 







OFFICIAL 





Th 0 ygar is 2327. You're Nikola ap lo. leader 
of Strike Force Centauri. (It your disposal are 
PBfls (Personal Battle BrmorJ, state-of-the- 
art lueaponru. and the finest troops the 
Centaurian clans haue to offer! 

It's all here: Bios, game commands, and 
descriptions of all lueapons and uehicles. 

You also get a complete uualkthrough of each 
mission, including: 

Mission briefing 

Rundoujn of enemies you'll 
encounter and enemy targets you 
must commandeer or destroy 

Recommendations of sguad 
members you should take ujith 
you 

““ ■ Retailed maps, shouuing enemy 
positions and your primary target 

THE THRILL OF 24TH-C[HTyRYBflTTl[flUJfllTS YOU. 

NOUJ HOUE IT!!! 



$19.99 US / $26.99 CAN / £17.95 Net UK 

Check out the . 

BradyGAMES Web site; 
http://uuvuw.mcp.com/brady 

IIII^EMS Production 






